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Issue Si. of The On* was edited by Gary 
Penn with artistic direction and production 
assistance from Gareth Jones. Advertise- 
ment Manager Mark Scriven somehow 
managed to persuade the software houses 
to 'book span while Magazine Assistant 
Jenni Dunphy controlled the flow of copy, 
ordered stationery, made copious cups of 
coffee and... organised the cocfc-ups. Paul 
Bnughton, Brian Nesbitt, Graham Taylor 
and Gary Whitta contributed copy, while 
Ciaran Brennan helped rearrange and re- 
write i( at well at producing tome tcrib- 
blingt of hit own. Mot I of the picture! were 
taken by Ian Wauon. with all n W proces- 
sed and printed by hit lair handt and colour 
trantparanclet processed by Lancattert 
Laboratories Ltd. The cash-flow and gene- 
ral administration wa» ably monitored by 
'Naughty' Cllve Pembridge. All typewt- 
ting and artwork wa» produced by the guyt 
'n* gall at Professional Reprographic Servi- 
ces of Sla Huntingdon High Street, Hunt- 
ingdon, Cambridgeshire PEIB 6AQ, and 
Terry and the boyt at Mainset. 171 Hem- 
mmgford Road. Condon Nl were responsi- 
ble for the colour origination. The film was 
then tent by carrier pigeon to be printed 
by Southern Print at Upton Factory. Up- 
ton. Poole in Dorset before EMAP Front- 
line Ltd did the business, distributing The 
One worldwide (well, the UK. Eire and 
Europe anyway). 

And for collectors among you. here's a 
little something lor your address books... 

The busy bees in editorial and advertis- 
ing can be reached on 01 7.51 4122 or via 
facsimile on 0 1 608 369*. The Address, at 
ever. It The One, Priory Court, J0-J2 
Farringdon Lane. London ECIR JAU. Sub- 
scription queries should be directed to PO 
Box 500. Leicester LEW OAA, or call OB SB 
410510, and any back issue or newstrade 
queries should be put to EMAP Frontline 
Ltd, I Lincoln Court, Peterborough PEI 
2RP. Telephone 0731 S55I6I. 

Finally, Kylie and Jason say • big Espe- 
cially For You thanks to: mothers every- 



where. 
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62 JETFIGHTER 

Interceptor Plus maybe? Or is it simply one of the 
most playable PC flying games ever? 

EDITORIAL 

A bumper bundle of fun, includ- 
ing Che results of Che Jumper 
Japes and Who Dares Wins 
(Maybe) competitions, all 
rounded off wich details of Che 
cover-mounced diskette. 





LETTERS 



Jovial Jim Bowen scores a Bull- 
seye wich his own unique blend 
of witty Northern humour in 
another darts-tastic half-hour of 
this oche-saCional general know- 
ledge quiz. 




NEWS 



What's what and where it's at, 
including Voyager, Time Scan- 
ner and Ballistix. 





WORK IN 

PROGRESS 

A detailed insight into how a 
coin-op makes the transition 
from arcades to home. Andrew 
Braybrook and the boys ac 
Graftgold are converting 
Taito's Rainbow Islands for Fire- 
bird - and we were there too. 



24 BLASTEROIDS 

You've played the demo, now read the review... # 

REVIEWS 



Forty-three folios frothing with 
frills and thrills. 




76 F- 1 6 COMBAT PILOT 

More flying frolics - this time for those with an eye on 
realism. 



24 Blasteroids (Image Works) 

66 Crazy Cars II (Titus/Entertainment 

International) 
81 Denaris (Rainbow Arts/US Gold) 

28 Dugger (Uriel) 

76 F-16 Combat Pilot 

(Digital Integration) 

38 F-19 Stealth Fighter (M.croprose) 
85 The Games: Summer Edition 

(Epyx/WS Gold) 
42 The Games: Winter Edition 

(Epyx/US Gold) 
30 Highway Hawks (Anco) 

88 Hybris (Discovery) 

44 I Ludicrus (CRL) 

62 Jetfighter (Broderbund) 

32 Millennium 2.2 (Activision) 

59 The MunsterS (Again Again) 

73 Prison (Chrysalis) 
46 Superman (Tynesoft) 

36 Sword of Sodan (Discovery) 
49 TechnoCop (Gremlin) 
69 Zany Golf (Electronic Arts) 





TIPS 



Just how do you go about 
completing Dragon's Lair or 
Garfield? And how on Earth does 
one cheat at Afterburner and 
Cybernoid? How high is the skyf 
If you need to know, you'll find it 
here. 




PLAY GUIDE 

Brian Nesbitt takes the 
Rookies under his wing and 
guides them through 
Spectrum HoloByte's Falcon. 

DEMOS 

An AT-AT goes walkabout, 
Derek and Clive go over the 
top, and RoboCop shoots his 
mouth off. 



32 MILLENNIUM 2.2 

Save ihe Earth from ihc comfort of your living room 
courtesy of Actlvision. 
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ARCADES 

Go Downtown to beat 'em up, 
shoot 'em up with Saint Dragon 
and Atomic RoboKid. burn 'em 
up in Wheels Runner, and hack 
'em up with the help of Nastar 
Warrior. . * 

FEATURE 

He's big, brawny and perfect 
fodder for game tie-ins... Tim 
Green follows the life and times 
of Arnold Schwarzenegger, star 
of stage and silver and computer 
screens. 

BACKSPACE 

Where's the beef? Gary Penn 
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38 F-19 STEALTH FIGHTER 

Microprose keeps up an impossibly high standard with 
the lavishly packaged and incredibly detailed simulator 





EDITORIAL 



COMPETIT.ON ONE STEP BEYOND 



Welcome to Issue Six of The One, over six months young and far from complete. The 
issue in your hands is just the beginning, and the best is yet to come. The magazine 
as a whole is being continually refined and expanded, in particular our unique 
review format. 

Using screenshots in conjunction with detailed captions is undoubtedly the best way of conveying 
the feel of a game, but there are still plenty of tweaks to be made. 

We intend to include more programmer information concerning any problems and intentions. It's 
often interesting to find out a bit more about the subject matter in question, especially in the case of 
tie-ins and coin-op conversons. Hopefully the Work In Progress feature on page 1 4 will serve to show 
just how involved it is putting a game together. The technical side of things is low-key at present, but 
let us know if you want us to delve a little deeper into the tricks involved. 

Then there's the ratings . . . We want to keep things simple, which is why we don't employ any 
fancy bars or graphs or special names for categories. We want to give you the fans, straight 

The GRAPHICS rating doesn't necessarily reflect how good a game looks, but how well the 
graphics have been used. Similarly, the SOUND rating concerns how well music, speech and sound 
effects integrate themselves in the gameplay. PLAYABILITY concerns how well a game plays and feels. 
Is it addictive or fun to play' The lasting VALUE takes into consideration price and potential lasting 
appeal, while the OVERALL rating provides an at-a-glance comparison figure. We take 50% is a strict 
average, and at least two people play each game. And that's about it, really. 

We welcome any queries, complaints, suggestions and the like, so feel free to get scribbling and let 
us know what you think. 



JUMPTER JAPES 

Snicker. Excuse the typographical error. Some 
of you didn't notice, but this should have read 
Jumper Japes. Archer Maclean's unique IK-+ 
jumper was up for grabs, provided someone, 
somewhere could answer three simple ques- 
tions and make us laugh with a witty tie- 
breaker. 

Just for the record, the name of the person 
who played the part of the 'Kane' Kid (or 
rather, the Karate Kid), is Ralph Macchio. 
Archer Maclean's two previous releases were 
Dropzone and International Karate, and 
the personality famous for jumpers is Frank 
'Jumpers' Bough. 

The person who correctly answered the 
three questions and provided the tie-breaking 
rib-tickler (or tie-tickling rib-breaker): 'Why do 
karate people love'jumpers? They get a kick out 
of them.' was Jonathan Perkins of Bideford, 
North Devon - congratulations Jonathan, you 
should just be receiving your jumper as the 
good weather appears (only joking). 

WHO DARES WINS (MAYBE) 

Maison De Software Infogrames has a super 
lovely smashing Who Dares Wins Weekend 
planned for this March. And two lucky, lucky, 
lucky readers are going to accompany a member 
of The One editorial on it. 

But first, the answers . . The only thing 
harder than the SAS is diamond (B). and (B) the 
Special Boat Service has been dubbed (on more 
than one occasion) the SAS with flippers. Tie- 
breakers generally followed the 'one to hold 
the lightbulb and the other chums to turn the 
house' variety. But the two most Imaginative 
were: 'None. They weren't even there at the 
time,' from Sean Stratton of Paisley in Scotland 
and "None. The SAS aren't afraid of the dark,' 
from Richard Howell of Caerleon in Newport. 

But what of the 10 runners-up. who each 
receive a copy of either Hostages or Action 
Service for their favourite machine. Well, in no 
particular order . . . 

Andrew Hawksby of Upper Bidslon. Wirral; 
Christopher Tomlinson of B'ham Castle. Brom- 
wich; Paul Walker of Blyth, Northumberland; 
Jason Harrison of Islington, London; Ian Heap of 
Rawtenstall, Lanes; Tom Lines of Walsall, West 
Midlands: Stephen Mitchell of Worcster WR5; 
Charles Platts of London SW6; NR Grant of 
Redcar, Cleveland; M Jones of Hinckley. Leics. 



AND FINALLY . . . 

HM Burges of Hexham, Northumberland and G 
Knight of Great Dunmow, Essex have both won 
Amigas - thanks to a little competition we ran 
in WH Smith stores last year. They agreed with 
the panel of judges on the order of key reasons 
for owning an Amiga, and also managed to 
correctly answer the tie-breaker question. 

REVIEW-SATIONAL 
WRITERS 

Meet the gang 'cos the boys are here, the boys 
to entertain you ... Here's this month's star 
studded cast. 

PAUL LEE 

(Nee Boughton) 

Deputy Editor on sister publication C-t-VG until 
he decided to pursue a frealance career, Paul 
(or Sweetypie as he is known about the house), 
enjoys AD&D, Arkanoid and Night Hunter. 

CIARAN BRENNAN 

In an attempt to retain his youthful good looks 
and cheeky boyish charm. Ciaran recently 
underwent complicated scalp surgery. Modesty 
permits him mentioning from where the hair 
was transplanted, but suffice it to say he now 
sports a healthy head of ginger curls . . . Ciaran 
currently gets his kicks from Hybris and 
Denaris, and he used to work on ZZAP!. 
CRASH and AMIX! - among others. 



TONY 'MATT* DILLON 

A third of the EMAP Brat Pack. Tony is 
absolutely no relation to Matthew. The bespec- 
tacled babe of the reviewing world also does his 
stuff for sister rags Sinclair User. Commodore 
User and C + VG - in between lengthy sessions 
on Jetfighter and FI9 Stealth Fighter. 

TIM LORNE' GREEN 

No-one could call Tim green (apart form his 
mother). You could call him yellow, but that'd 
make him feel blue. When he's not writing 
features on Arnold Schwarzenegger for The 
One, Tim writes features on a typewriter for 
Screens magazine. 

DECLAN McCOLGAN 

Whoever coined the anecdote 'it's a small 
world' couldn't have realised just how small it 
really is. Ciaran Brennan used to live opposite 
the young lady npw in wedlock with Oeclan, the 
Features Editor of sister magazine PC User. 
Dec gets a buzz out of FI9 Stealth Fighter, 
which leaves little time for anything else. 

BRIAN NESBITT 

"One day the wind'll change and you'll look like 
an Amiga," Brian's mother once said. The well- 
ventilated cream-coloured 16-bit 'Buoy' Won- 
der has a tree-mendous talent for training spots 
. . . erm, spotting trains. When he's not 'tied up' 
writing reviews for The One. he's free to write 
reviews for The One. Brian's a 'fungi' and enjoys 
a challenge, and is currant-ly trying to find a use 
for the humble appendix, which he had removed 
last week. His brother owns an ST. 



GARY PENN 

He used to sport a prominent tonsural sculpture 
atop his bonce, until a flock of passing seagulls 
set up shop, forcing him to lop it off. The 
erstwhile ZZAP! Ed still enjoys Speedball - and 
that's about it! 

TRACEY SNELL 

PC User's News Writer plays to win. Young 
Trace will probably provide the occasional PC 
opinion, so keep 'em peeled for this Likely Lass. 

GRAHAM TAYLOR 

The ST and Amiga are no strangers to the 
Editor of Sinclair User, which is why he's one of 
our happy crowd, writing reviews and perform- 
ing deeds of derring do. 

GARY WHITTA 

The brightest new face on the reviewing scene 
has been playing games since the days of the 
Binatone console. TV Sports Football, Hyb- 
ris and Chase HQ keep Gaz amused when he's 
not bemused. 



WHY A COW CALLED ERIC? 

Strapped to the front of this magazine is the 
reason for the temporary price increase - a disk 
featuring a brilliant playable demo of Image 
Works' first coin-op conversion, Blasteroids. 
The extra quid is to cover the huge duplication 
costs Involved, but I trust you will agree that 
this is a small price to pay for a blank disc let 
alone one with such a 'gear' demo. 

We apologise for the Jack of a PC version or 
even a special PC offer, but there's nothign 
practical we could do. Rest assured we shall 
attempt to rectify the situation for the next 
cover-mounted disk. 

LOADING 

Ah, if only life was as simple as loading this disk. 
All you have to do is insert the disk into the 
drive then turn on your machine. The Blaster- 
oids should then load and run automatically. 

PLAYING THE GAME 

Another exceptionally easy bit, this. Grab a 



joystick and poke it into Port Two. Move left 
and right to rotate, push forward (up) to thrust 
and pull towards you (down) to transform, 

Or use the keys '2' and 'X' to rotate left and 
right. 'P' to thrust and 'L' to transform. The 
space bar activates your means of destruction. 
Better still, grab a chum(p) to join in the fun. A 
joystick in Port One does things to the second 
ship. 

KILL-TASTIC ACTION 

Now you know how to move to the groove, 
here's where it's at . . . Shoot 'n' destroy 
anything that moves on screen to complete a 
level, and don't run into anything - it hurts 
Actually, read the review on page 24. 

If the cover disk doesn't work, drop it in some 
sturdy packaging and send it to: DISK REPLA- 
CEMENT, THE ONE, Priory Court, 30-32 
Farringdon Lane. London ECIR 3AU. Please 
wait at least 28 days for your replacement to 
arrive. 



►►LetterS 



• 



SOUND 
COMMENT 



OUT NOW 



Dear The One. 

► The mag's great - so why am I writing to 
complain? Well, in your machine specific 
rating and write-up. it almost always says that the 
sound on the Amiga is better than the ST version, yet 
the actual rating is virtually never any different. 

Why' 
Sputnik. 

If you stop to think about it for a second. 

the reason is really simple. Although It is 
true that the Amiga is capable of making nicer noises 
than the ST, we take this anomaly into account when 
we rate each version. So if both versions of a game 
take advantage of the hardware available to the same 
degree (even if there is a variation in what eventually 
vibrates your ear-drums) they get an equal rating. 
Simple, eh? 

THE NEW 
GENERATION? 

Dear The One, 

► Have you ever made a bad mistake? I have. 
I sold my Spectrum and C64 (plus all the 
disks, games etc) and upgraded to an Atari ST. 

Oh what an error! My first game was the superb 
Dungeon Master. I've now played it to death and 
am really looking forward to Chaos Strikes BAck - 
in fact I'm looking forward to anything decent. The ST 
has no decent software, apart from a couple of 
classics: Carrier Command, Dungeon Master, 
Carrier Command and. and... know what I mean. 

It seems that everything is an 8-bit re-write or a 
grotty shoot 'em up. If anyone is shouting about Elite 
for the ST - that originally came out on a computer 
with a memory smaller than a Spectrum. 

I've noticed that Chuckie Egg is now available for 
the 16-bit computers. Talk about deja vu. All ST 
owners are now looking forward with some excite- 
ment to the future release of Sabre Wulf! 

I'm sure that, like me, most ST and Amiga owners 
are eagerly awaiting "the next big thing'. Until then, 
has anyone got an old Spectrum for sale? 
S Waite, Kenton, Middlesex. 



Y CLWYB PD 



Dear Sir. 

► I would like to use your letters page to 
inform your readers of a new PD club 
which I am setting up for ST and Amiga owners. 
Anyone out there with decent demos, pictures and 
music can send them direct to me at: 37 Rhin 
Trcmaen. Brackla, Bridgend. Mid Glamorgan, South 
Wales CF3I 2JA, or ask for me at (06S6) 68289 after 
5pm. 

Allan Shaun, Mid Glamorgan, South Wales. 



Dear Sir, 

► In the January issue I read the promising 
IK t Update lor the Amiga, and decided to 
go out and buy the game straight away. I tried 
numerous shops, but found that it was not released 
until the end of January. I think you should try and be a 
bit more accurate in the release dates that you print- 
Nik K, London 

It looks as though apologies are in order 
yet again. However, we always check the 
release dates with the companies involved, so if the 
game doesn't appear on the date stated, its probably 
due to some sort of production delay at the 
publisher* end. 



PC OR NOT 



Dear Sirs, 

► I have just finished reading Issue Five from 
cover to cover, and although I enjoyed the 
general style and layout of your magazine, I do have 
the following criticisms to make. 

The logo on the front cover shows the magazine to 
be for owners of the Atari ST. Amiga and PC 
machines. Please can you tell me, as the owner of an 
IBM PC, where the PC content has got to? In the 
whole magazine the PC is mentioned (not written 
about) in less than a dozen places - and most of those 
are adverts. 

I do realise that PC owners are in a minority 
compared with the owners of the toy machines, but I 
feel that as you purport to support us in the games 
field you should do more than give us Just a passing 
mention while discussing the wonders of modern 
toyshop technology. 

To add insult to injury, your marketing 'blurb' on 
page six states that the cost of the next issue will be 
raised to cover the cost of a preview disk which will 
apparently not run on a PC. I will not be buying that 
issue, or any further issues, but will instead wait for a 
magazine that genuinely supports my machine in the 
games field. 

M R Pheasant, Aston Tirrotd, Oxfordshire. 

Dear The One, 

► ^^"■| am the proud owner of an Amstrad PC, 
so please could you try to bring out a free 
demo disk for us discerning PC owners. 

I read The One every mo^ith and I'd like to 
compliment you on your reviews, which help me a lot 
when I come to making a purchasing decision. So in 
future could you please include a PC square alongside 
the ST and Amiga squares? 
Jonathan Gray, Cricklewood, London. 

The major problem which we encounter in 
covering the IBM-compatible machines is 
that they are not yet generally recognised as gantes 
machines on this side of the Atlantic, and companies 
are still only beginning to convert their 16-bit titles to 
this format. That said, we have covered PC-specific 
games oyer the last couple of issues and intend to 
build up this coverage as they become more common. 
Where possible, we attempt to provide a PC version 



box at the end of each review and an update when the 
product finally appears. On the subject of the cover- 
mounted disk, it s physically impossible to actually fit 
any more data on the disk so something had to give. 
We're sorry that it was the PC product which got left 
out. but as PC gamesplayers are still very much in a 
minority it only seemed fair to use the space as we 
did. So M R Pheasant, if you do somehow manage to 
see this reply (if you pick the mag up in a newsagent 
or something), please bear with us as we 're doing all 
we can. 

INDIVIDUAL 
SLICES 

Dear The One, 

► It's the first time I've seen your excellent 
mag. I don't really have any small niggles 
about it, except for some of your reviews. The 
reviews are great in colour, description and marking. 
But in one of the other magazines I used to read, it 
had one thing extra. It had individual reviewers, at 
least three. It gave us different views to different 
people's attitudes towards the games they try out. 

I agree with Andy Thompson (Issue Four) on having 
a better ratings system, but rating system like Ace's! 
Your system gives Price. Release Date, Graphics. 
Sound. Payability. Value and Overall. What else do 
people want? Blood! 

Cunningham Hutchinson, Midlothian, Scot- 
land. 

Actually all of the games reviewed In the 
magazine are played by at least two people 
- and usually three. Although only one name appears 
at the head of each review, the boxed comments at 
the end are more often than not the result of a lively 
debate and always end up reflecting the opinions of 
everyone who 's played the game in question. Do you 
really want to read the same opinion phrased in three 
different ways? 

AND FINALLY 

► Give Erickson's letter which we printed 
last month elicited a massive amount of 
mail, most of which was completely unprintable 
(including a number of descriptive phrases which Brian 
Nesbitt had neve/ even dreamed existed). Clive's 
main point - that the ST wasn't worthy of coverage 
alongside the Amiga - got right up the noses of quite a 
few ST owners and even, surprisingly, a number of 
Amiga owners too. Obviously nobody here is at all in 
agreement with Mr Enckson, but the reason that we 
didn't print any of the replies is that this is one debate 
that we don't intend to enter into. 

However, if you have anything to say to us on any 
other subject, don't hestitate to write in to: 

LETTERS, The One, Priory Court, 
30-32 Farringdon Lane, London ECIR 
3AU. 

^LETTERS 
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THRUSTER* LAUNCH! 
WARRIOR»LAUNCH! 
SPEEDER«LAUNCH! 

STRAIGHT FROM THE ARCADES COMES BLASTEROIDS. 
TENGEN'S CLASSIC MIX OF ONE OR TWO PLAYER ACTION. WITH FULL 
POWER-UPS. RIP-STARS. SHIELDS. DOUBLE-UP AND MORE. THIS IS THE 
COIN-OP CONVERSION OF 1989. 

AND BEWARE - MUKOR AWAITS! 



COMING SOON FOR COMMODORE 
AMIGA £24.99; ATARI ST E19.99 ; 
CM SPECTRUM. CPC AND MSX 
DISK EH.99. CASSETTE £9.99. 



1 987 TENGEN. ALL RIGHTS RESERVED. © 1 989 MIRRORSOFT LTD. ALL RIGHTS RESERVED. 
HEADWAY HOUSE. 66-73 SHOE LANE. LONDON EC4P 4AB. TEL: 01 -377 4645. 
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A SPACE ODDITY 
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IN 1977 Voyager II was 
launched into space, inviting 
all life forms in the universe 
to visit our planet Get 
ready. Company's coming. 

Since mid-July of last 
year, Daniel Gallagher and 
Mike Crowley have been 
working on Voyager, their 
16-bit debut. Now it's all 
but complete and ready for 
release through Ocean, and 
it looks like it could have as 
much impact as Star- 
glider II. 

Developed under the ti- 
tle of Orion's Belt, Voya- 
ger concerns NASA's 
Voyager II, launched into 
deep space carrying infor- 
mation on the position of 
Earth and. the type of crea- 
tures inhabiting ' it. The 
probe also bore an invita- 
tion, asking any alien life 
form that might find it to 
come and visit. 

Hundreds of years after 
its launch, NASA's baby to 
fall into the hands of an alien 
race from another galaxy. 
Using the information in the 
satellite, the aliens have 
found Earth and holed up in 
the 10 moons around 
Saturn, fortifying their posi- 
tions in preparation for an 
attack. In an effort to stop 
them before they get a 



hi 




chance to start an invasion, 
a large mothership is dis- 
patched from earth and 
drops off a small single- 
seater tank. This one small 
ship might be able to slip 
through the alien's defences 
unnoticed and then sabot- 
age their bases. 

Solid 3D graphics are the 
order of the day here 
(Daniel and Mike feels that 
this looks much better than 
the wireframe variety), but 
the action is a little more 
shoot 'em up orientated 
than the Argonaut classic. 
The object is to clear the 
moons of alien activity, with 
the extra-terrestrials be- 
coming more difficult to 
defeat as the game progres- 
ses. Luckily there are plenty 
of extras to improve your 
firepower and transform 
the tank into a more man- 
oeuvrable (but gas - uzzling) 
skimmer craft. 

Voyager is more or less 
finished now, with Dan and 
Mike smoothing off the 
rough edges and tweaking 
the graphics routines in 
time for a release on the ST 
and Amiga in May at 1 1 9.95 
and £24.95 respectively. A 
PC version is to follow later 
in the year. 
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► TOP TEN i 

(Month Ending February '89) 

COMMODORE 
AMIGA 



TV Sports Football puts Cinemaware on top. 
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TV SPORTS FOOTBALL 
(Cinemaware/Mirrorsoft) 
FALCON 

(Spectrum HoloByte/ 
Mirrorsoft) 

SWORD OF SODAN 
(Discovery) 
SPEEDBALL 
(Image Works) 
LOMBARD RAC RALLY 
(Mandarin) 
ELITE 
(firebird) 

HEROES OF THE LANCE 
(SSI/US Gold) 
THUNDERBLADE 
(US Gold) 

FLIGHT SIMULATOR II 
(SubLogic) 

OPERATION WOLF 
(Ocean) 



Compiled exclusively for The One by SOFTWARE CIRCUS 
LTD. The Plaza On Oxford Street. 120 Oxford Sireet. 
LONDON WIN 9DP. Tel; 01 436 281 1, 




TIMESCANNER 



ELECTRIC Dreams" con- 
version of Timescanner, 

Sega's fantasy video pinball 
coin-op, is almost ready for 
release on the ST and Ami- 
ga. Described as being to 
pinbatl what Arkanoid is 
to Breakout, Timescan- 
ner features four scrolling 
tables, each littered with 
fantasy- orientated features 
and hazards that whisk the 
ball off to new screens, turn 
it into a blazing football and 
even split it into three. 
There are tunnels to tra- 
verse, bonus bumpers to 
light in sequence for bonu- 
ses and flippers (up to six 
on a table). 



Each table has its own 
theme, such as an Egyptian 
setting with a suitably sandy 
colour scheme and even 
Sand Dance background 
music! 

Foursfield (creator of the 
Incredible Shrinking 
Sphere) is beavering away 
on the conversion and is 
confident that it's managed 
to capture the graphic feel 
and gameplay of the origi- 
nal, as well as all the extra 
touches such as the speech 
and introductory screens. 

Timescanner is due for 
release in April, and there 
should be full review next 
month. 





ctlvision's complement of Sega 
icoin-op titles makes it to double 
figures with the acquisition of Dynamite Dux. an 
everyday story of firebreathing water fowl, 
and Super Wonderboy. the follow-up to the ever- 
popular Wonderboy The ink is still wet on the 
dotted line, and Activision has yet to make any 
decisions as to exact release dates or program- 
mers. 

■ mpressions is the name of a myste- 
Irious new label - and impressions 
seems to be its business too, as its first product, 
Raiders, bears a striking similarity to that ST 
classic Oids The interplanetary rescue mission 
is set across eight planets divided into 40 levels, 
with a few extra mystery levels thrown in for 
good measure. Amiga owners can see what al 
the fuss is about in mid March, with an ST 
version following in mid April. 



HAVE A 

ANYBODY fancy a ball game 
where all you have to do is score 
more colas than your opponent? 
If that sounds too easy, then add 
a few magnets to change the 
ball's path, a splitter which turns 
one ball into loads, bumpers to 
bamboozal you, hoovers to suck 
you in and blowers to throw you 
back out - and you end up with 
Ballistix, the next product due 
from Psygnosls. 

Played out over I 30 pitches, 
and allowing control of every- 
thing from ball speed to number 
of players, Ballistix looks as 
though it could rival Speedball 
in the addiction stakes. ST and 
Amiga owners should just about 
be able to get their hands on this 
at a price pf £19.95. PC details 
are as yet unavailable. 




w 



hat a lot of balls! And doesn't that 
background look a bit familiar . . . 




Wit 



You've seen the film, read the comic, 
watched the TV show, played the coin-op 
- so if you're not completely sick of Ghostbus- 
ters, then how about playing the, game at 
home? ActMslon's se££nd Ghdstbusters li- 
cence, The Real Ghcs/busters. is due out in March 
on the ST and An^n only at £19.95 and £24.95 
respective! 
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WHAT'S THE SCORE? 



It's fun, fast, exciting and addictive. MicroProse 
Soccer keeps you on your toes, however often you 

Play- 
Challenge the computer or a friend, competing 

in the World Cup, International Challenge or the 

indoor league. 

An overhead perspective of the pitch makes it 

easy to play good graphics and sound effects make 

every match seem real. 

Fully animated players can perform a whole 

variety of movements, including overhead and 

banana kicks. There are 29 different teams and a 

unique action-replay facility. 



What's the score with MicroProse Soccer? It's a 
winner. 

Pick up the best football kit. Now available for 
Commodore 64/128 Disk £19.95, Cassette £14.95, 
IBM PC + Compatibles £24.95. 
Atari ST £24.95. Amiga £24.95. Spectrum Cassette 
£9.95, Disk £14.95. Amstrad Cassette £14.95, Disk 

£19 95 GAME OF THE MONTH - C&VG 

MCSO PROSE 



SIMULATION 



SOFTWARE 



MicroProse, 2 Market Place, Tetbury, Glos, GL8 8DA. Tel : 0666 54326 






You'd be surprised |ust how much work goes 
into producing games ... or maybe you 
wouldn't. But what is surprising is that after 
only three months of converting Rainbow Islands to 
the ST and Amiga, Graftgold has already put m over 
one year of man hours. 

Andrew Braybrook is the man most actively 
involved with the conversion. His 8-bit work is widely 
known and admired and arguably unmatched. Innova- 
tion is his forte, and he has a string of original products 
to his name. 

Andrew's games programming life began at Hew- 
son. The cutesy antics of Grlboly's Day Our got 
Andrew noticed and the as -yet-unsurpassed atmo- 
spheric shoot 'em up action of Paradroid provided 




game concepts. I like the fact that everything about 
their games rarely looks or feels out of place. 

"The Rainbow Islands' design is quite clever. It's 
fairly bog-standard looking on the surface, but the way 
you can interact with the rainbows is clever, particu- 
larly the many different ways of using them. You can 
climb them, use them to trap and dispose of the* 
creatures, reveal and collect hidden items and so on. 

"With this conversion we set out to recreate the 
feel of the original as this is the most important aspect 
of any game." 

Andrew's using two ST's - one for development 
and the other to test his work. He writes the 
program on a 1040 ST with a black and white hl-res 
display as it's a lot easier on the eyes. For test 
purposes, the program ts then saved to disk so 



ample reinforcement. But it was his silky smooth 
horizontally scrolling shoot 'em up. Uridium. that 
really put htm on the map and the equally silky- 
smooth but unfortunately flawed vertically scrolling 
shoot 'em up AlleyKat which almost took him off it. 

The Hewson connection was severed amidst con- 
troversy surrounding the 'thinking man's shoot 'em 
up, Morpheus, which eventually saw the light of day 
through Firebird, Andrew's last 8-bit project was a 
'shoot 'em up without shooting' - Intensity. 

Rainbow Islands is something of a departure for 
Andrew, marking his 16-bft debut and his first 
unoriginal product. 

"It's been educational. It's provided me with the 
opportunity to learn about the 16-bit machines 
without the risk of producing an original game, and 
I've also learned a lot about how arcade games work. 
The Japanese seem to excel at producing good, solid 
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THE COIN-OP 

Once again you take control of either Bub or Bob, 
who were both turned human at the end of Bubble 
Bobble. The pair \ chums have been imprisoned and 
it's up to them to save them - by battling through 
seven islands to collect the seven coloured gems. 

Instead of firing bubbles, the boys fire rainbows. 
There are M Special Items to collect along the way. 
and provided you can find them, you can increase the 
quantity of rainbows you fire (from one up to three), 
and the speed at which you Ore them. 

Like its predecessor, there are secret points 
bonuses to be earned and secret islands to discover - 
a bit like the hidden rooms in Bubble Bobble. 



"It's smoothly scrolling 21 lines of the screen In 16 
colours, and running at 25 frames per second most o' 
the time, allowing for up to 60 sprites on screen at 
once. At a push it can just manage about 50 frames a 
second. 

"Our biggest problem so far has been keeping up 
the 'frame rate" - the speed at which the game runs. 
The rainbows are actually built into the scenery as 
characters rather than sprites, which means replotting 
the background - the best part of 28K - every 
refresh. Otherwise there d be chunks of rainbow all 
over the place. 



"The machine's Operating System takes up valuable 
memory and has routines we don't need, so Dominic 
has written his own multi-tasking Operating System. 
This meant I could write a mini-language of my own to 
run the game's mechanics, like moveme.it patterns, 
collision detection, and . . and more besides. 

"Dominic's currently making his Operating System 
Amiga compatible so we can use it along with some 
original ST code. Until writing solely for the Amiga 
becomes commercially viable, its games will have to 
look like those on the ST. We will make full use of the 
Amiga's Blltter chip, as it's capable of performing 
certain functions very quickly, so the Amiga version 
should run smoother and faster. 

"We could product a slightly slower 32 colour 
version on the Amiga, but this would involve ma|or 
code optimisation. All the graphics would have to be 
done from scratch, and so would most of the 
programming." 

The ST version of Rainbow Islands will take up at 
least two disks - and with the quantity of graphics 
alone, you can understand why. The Amiga version on 
the other hand, should squeeze onto a single disk. 

This is a common occurrence, the reason being that 
apart from being able to read both sides of a disk, the 
Amiga disk drive has a variable speed facility, so by 
slowing down the speed at which the disks spins, you 
can fit more on as there's less distance between the 
data. It's a bit like 12" records and LP's - the ST can 
only play 78 s, whereas the Amiga has a multi-speed 
deck 




Andrew can load it into a 1040 ST and view his works 
on a colour monitor. 

"I'm actually writing Rainbow on the Tempus 
Editor with Hisoft's Assembler and the Metacomco 
Linker. The Hisoft Monitor allows me to load, look at 
and run the code on the test machine." 

The ST's not exactly renowned for smooth scroll- 
ing, but Rainbow Islands manages quite nicely thank 
you. Dominic Robinson is responsible. He's been 
working on the ST for over a year, tinkering with 
Fractals and some 3D work. Before this he convened 
Uridium to the Spectrum, and so had a lot more 
experience of dealings with the 'impossible'. 
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GRAPHICS 



The Graftgold boys reckon that there's a staggering 
2Mb or so of graphics in the coin-op, with even some 
of the least important adversaries requiring up to 32 
frames of animation. Obviously there's no way 
Andrew could fit all of this into an ST or Amiga, so he 
had to devise a way of squeezing as much m as 
possible. 

One of the most effective ways of storing back- 
ground graphics is to create fundamental building 
blocks (characters) and make 'maps' of the levels - 
rather than store complete 'pictures'. And as the 
game design would have it. the four rounds of each 
island have the same theme, background graphics and 
creatures, so they can be stored as whole islands, 
instead of individual levels, and thus effectively built 
when necessary. 

Using Mandarin's STOS, Graftgold's graphics 
artist. John Cummings, wrote a utility to enable him to 
carry out this task, and Andrew provided some 
machine code additions to speed things up where 
necessary 

"We used STOS because it's a good implementa- 
tion of BASIC. It's fast enough, with a good editor and 
plenty of functions." says John. 

But when one island contains over 4,000 characters, 
with each character taking up 32 bytes - that's around 
I2SK - a means of further condensing the scenery is 
needed. So the boys wrote a routine to crunch things 
further. 

But you need something to work with in the first 
place, and two million characters would take months 
to draw . . , Fortunately Tano supplied most of the 
graphics on three JW PC disks - and all in IFF form, a 
standard International File Format designed for the 
Amiga by Commodore and Electronic Arts. 

As fate would have it, the ST can read PC format 
disks, so Graftgold's graphic artist, John Cummings. 



wrote an IFF interpreter using STOS. The graphics 
and original colours were then read into the ST. and 
then converted into Neochrome picture format. 

The graphics provided probably came from the 
designer, as some sprites simply weren't present and 
so had to be drawn from scratch. There were also 
some extra frames of animation, such as Bub 'surfing' 
over the rainbows instead of merely walking. More 
amusing though, is a sequence where Bub takes all his 
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Great Compression Techniques of Our Time 

Or: How Graftgold Managed To Squeeze A Quart Into a Pint Pot 



^^one of the backgrounds had been com- 



I pressed so we had to write our own 
compression routines. This took us a fortnight. The 
maps are now down to 20% of their original size. 

"There are basically characters you can walk on 
and those you can't, so the original idea for 
efficiency was to separate the foreground from the 
background, produce two compacted maps and 
drop the one on top of the other. Surprisingly, 
simply compacting the complete level worked out 
far more efficient than we thought. 

"The four rounds of each island have the same 
theme, backgrounds and creatures, so we compress 
them all together as islands rather than individual 
levels. It takes up to half an hour to compact data, 
but only a second at most to decompact" 

The program searches through the map for 
duplicates, replacing them with single numbers. It 
repeats this process until no further duplicates are 
found. For.cxamplc, taking a horizontal strip of the 
map.. 

0000000000 1 234000000000000 1 2340000000000 

The zeros represent blank spaces. Here we have 
two common groups of characters: 12 and 34. So 
we can replace the two numbers with one and thus 
take up less space. Characters I and 2 become say, 
101, and 3 and 4 become 102. Now the program 



knows to replace 101 with characters I and 2 and 
102 with 3 and 4. 

Scanning the line a second time we find another 
common pair - 101 102 and 101 102, so we can 
replace these two numbers with a single number - 
103. Thus the map becomes... 
0000000000 I 03000000000000 I 030000000000 

These numbers are called macros. 

This process can also be performed vertically, so 
large rectangular characters can be formed. Thus a 
cloud can be represented as one number. 

All spaces are removed by Run-Length Encoding 
Using A Binary Tree Structure. This means that 
when decompressing we test the first bit. If it's 
equal to zero, then we know that spaces follow, so 
we get the next eight bits and insert this number of 
spares. 

However. If the first bit is equal to one. then we 
test the next bit. If this equals zero than we get the 
next eight bits and insert the character in question 
If it's equal to one, then we get the next 1 1 bits and 
expand the macro. 

The macro definitions are stored in a table which 
is also bit streamed to save space, ic; all macros are 
1 1 bits long, so the sets of 1 1 bits are placed 
sequentially in memory. 



clothes off and changes into a Superman outfit! 

Restricted to 16 colours, the boys decided on a 
basic palette that would closely match the coin-op's 
original colours Rambird's Art Studio was then used 
to put the graphics into brush (sprite) format 

"It took a while to get the basic palette right." says 
John, "obviously we had to have the seven rainbow 
colours, but the other nine took some time, especially 
the 16th." John has to override his program though 
when his routine chose what It thought the best 
match for a colour and it was too close to an existing 
colour. 



SOUND 



There's not a lot to it. just a few twinkly spot effects 
and some cutesy FM-soundmg jingles. Taito provided 
40 sheets of scruffily written music which is virtually 
unintelligible - especially with the Japanese notations. 
Steve Turner is currently listening closely to the coin- 
op and working on ways and means of coaxing the 
right sounds out of the 16-bit machines. 

GAMEPLAY 

Graftgold's resident arcade champ and Spectrum 
programmer David O'Connor has spent the most 
time playing Rainbow Islands and so knows the way 
it plays and feels almost inside out. Subsequently. 
David playtests every routine. 

The boys spent a couple of hours vldeoing the game 
through to the end for reference, with John finding it 
especially invaluable as it meant he could study the 
backgrounds and determine map arrangements. 

"We have to sit down and analyse the way 
creatures move and so on and try to recreate this. 
Taito provided a large booklet with the original game 
design rather than programming notes, so although 
we know who fires what and at what speed things 
move, most of the information isn't that relevant to 
the arcade game as we know it" 





Amstrad Version 



Atari ST Version 




ARBAR1AN 
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C64 Version 




C64/12S (cassette and disk). Atari ST. Spectrum 
4SK and 12SK (cassette and disk). Amstrad CPC 
(cassette and disk). Amiga. PC compatible. 
Check for availability of individual formats. 




Palace Software. The Old Forge. 
7 Caledonian Road. London Nl 9DX. 
Telephone 01-278 0751. 




ransformers — Consoles In Dis- 
guise . . . The Konlx Multi- 
System console In all Its glory. Is the 
horseshoe the shape of things to come? The 
switch to the far right of the machine is a 
'gear stick'. At the back end of the donkey 
there's an eight-way DIN socket, a 56-way 
PCB cartridge port, a 13-way DIN video in/ 
out port and a 3.5 mm stereo audio out hole. 



BETTER THAN REALITY? 

W 



ow, it's the light gun with 
recoil action. Clip on a hand 
grip and butt and it's a rifle, and with a flich of 
an auto fire switch you've got a machjqe gun at 
your disposal. 
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'ow times two. It's the Power 
Chair. Konix has provisional- 
ly priced it at £149 (sounds cheap). Sit down 
and take the wieght off your plates, strap 
yourself in, clip on the console and mount 
your monitor or portable telly. Now when 
you twist- and turn and squirm, the chair 
moves too! Coo, just like Space Harrier or 
OutRun - almost. Optional extras include a 
stylish panels, stereo speakers and a helicop- 
ter handle. Could it be interfaced with your 
favourite home computer? There are mum- 
bles of it being possible, but surely not with 
Konix's consent . . . 



MOVE OVER Matel - you 
may have cornered the 
market with your trans- 
forming toys, but it looks 
like Konlx is going to be 
first tiwh the transforming 
console. With a deft flick of 
the wrist, the Multi-System 
changes from a motorbike 
to a light aircraft to a car to 
Optimus Prime to . . . 

The console, which is due 
to appear in August, comes 
complete with a steering 
wheel attachment and pedal 
set. It's architecture is simi- 
lar to thai of a high-end PC. 
so it's a pretty nippy little 
beggar. The Multi-System 
features CD-quality sound, 
more colours than there 
really are - well. 4.096 - 
I28K on-board memory 
and a W disk drive. And 
all for £199. 

Just listen to all this yum- 
my technical speil . . . 
PCB . . 8036 running at 
6MHz . . . custom ASIC at 
12MHz ... four hardware 
sprite planes . . . OSP with 
16 x 16 multiplier/ 
accumulator ... 12 MIPS 
burst rate . . . on-chip cache 



memory. 32 bits wide . . . 
Blitter chip . . . two 14 bit 
D/A converters . , . 

Konix seems to have the 
support of most major soft- 
ware pulbishers, US Gold 
and Ocean included, and it 
reckons there will be 15 
games ready for the con- 
sole's launch with 40 by the 
end of the year. The price? 
£ 1 4.99 a piece. 

And there's more . . . 
Konix is promising some 
nifty thrifty add-ons. such as 
a light gun with recoil ac- 
tion, a keypad and, best of 
all. a motorised comfy chairW 
But will it sell? 

The hardware is radically 
different - full marks to 
Konix for attempting to 
keep British business alive. 
But it's debatable whether 
innovative hardware is 
enough. Konix's demon- 
stration at the Toy Fair at 
Earls Court last month was 
lacking suitable 
software support. 
A lack of develop- 
ment time was 
apparently 



the problem, but the game 
demos running were, to be 
blunt, unremarkable. 

Programmers don't yet 
seem to have got to grips 
with existing 16-bit tech- 
nology, so what hope of 
packing as much as possible 
in 880K' It sounds a lot, 
sure. But when you consid- 
er how much compacted 
graphics data went into, say, 
Graftgold's conversion of 
Rainbow Islands, it sud- 
denly becomes apparent 
that there's little room for 
any gameplay. So will we 
get less thrills or more disks 
and expenditure? 

Konix promises a lot, but 
all this power at such a low 
price seems just a little too 
good to be true . . . roll on 
August. 






ABOUT TIME! 
WAIT TILL YOU EXPERIENCE... 
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BALANCE of POWER 



THE 1990 EDITION 




Enhanced successor lo the 
awafd-winning Balance ol Power 
features new multipolar level 

by Chris Crawford 



The ultimate simulation of global leadership in a nuclear age 

Assume the role of either the President of the USA or 
the General Secretary of the USSR. 

An unparalleled real world simulation. Simulates real 
world political interaction among 80 countries 
(formerly 62). 
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* All up-to-date information. The real world as it is in 1989. 

* 4 levels of play include the new Multipolar level. 
Challenging for beginners and experts alike. 

* "Crisis Advisory Group" feature and much much more! 

Available for Amiga - Atari ST- PC- Apple IIGS • and 
Macintosh. 
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For further information on Mindscape Products and your local dealer contact 
Mindscape International Limited, PO Box 1019, Lewes, East Sussex BN84DW 
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THE YOKE'S ON YOU 



TWO NEW specialist joy- 
sticks, designed in the US 
specifically for simulation 
software such as Jetfighter 
and F-19 have been re- 
leased on this side of the 
water. There's a standard 
model that replicates the 
sticks found in US fighter 
planes and a yoke' which is 
more akin to those found in 
light aircraft. Both are de- 
signed to look and feel like 
the 'real thing' - and they 
do. 

Playing Jetfighter (re- 




viewed this month) with 
the basic 'fighter' model 
adds to the realism no end, 
due to the stick's realistic 
'loose' feel. PC simulation 
fans should have a whale of 
a time with the sticks, but 
they don't come cheap. As 
yet. a specific price hasn't 
been decided but they're 
expected to retail around 
the £60-70 mark! 
terested? For further de- 
tails give Software Circus a 
bell on 01-436 281 1. 




THE ULTIMATE 
LICENCE 



NEWLY-formed Krisalis 
(formerly Chrysalis) has just 
signed a deal with the 
legendary 8-bit software 
house Ultimate to convert 
all its old titles (and there 
are a lot!) to the ST. Amiga 
and PC. The classic arcade 
adventures Sabre Wulf 
and Atic Atac are the first 
to be converted. 

Shaun Hollingworth and 
Peter Harrap. the duo 
which handled the conver- 
sions of Pac-Mania and 
lent a hand with Blaster- 
oids, are in charge of the 
conversions, and are hoping 
to have Sabre Wulf 
finished in time for a May 
release. 



Atic Atac however, 
won't see the light of day 
until September. For de- 
velopment purposes, Peter 
and Shaun have even linked 
up a Spectrum to an Amiga 
to capture the feel of the 
originals! 

The finished conversions 
will have to be approved by 
The Ultimate team (now 
writing for the Nintendo 
console under the name of 
Rare), but if all goes well, 
we could expect to see the 
entire Ulitmate range (over 
20 titles, including the in- 
novative Knight Lore and 
Underwurlde) on ST, 
Amiga and PC in the not- 
too distant future! 





CHASE HQ CAUGHT? 



AMID much speculation as 
the licensing of Taito's bril- 
liant race'n'ram coin-op 
Chase HQ, it looks like 
the software house behind 
the wheel is Ocean. 

An Ocean spokesman re- 
fused to confirm or deny 
the rumour, but sources 
suggest it has the conver- 



sion rights. The majority of 
Taito's coin-ops. such as 
Rastan, Slap Fight, 
Arkanoid, Operation 
Wolf and Renegade, have 
all been snapped up by the 
Manchester moneybags in 
the past, so it's unlikely that 
Chase HQ will be an ex- 
ception. 



The only other com- 
paniess who could be in the 
running for such a big li- 
cence are Activision (who 
say they've definitely not 
signed it up) and US Gold, 
who have not had any li- 
cence deals with Taito in 
the past. Confirmation will 
follow when we have it 
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SPECIAL FX TAKES 
THE HEAT 



SPECIAL FX, the team 
resonsible for Ocean's Bat- 
man, is currently working 
on two new conversion 
projects - both of films. 
Red Heat is coming along 
nicely in time for a May 
release and SFX already 
have a pixellated Arnie 
cavorting about the streets 
of Chicago. It's likely that 
the game will be multi- 
section (and perhaps multi- 



load) and SFX's Paul Finne- 
gan hopes to include the 
dramatic bus chase at the 
end of the film. 

The other film under 
conversion is The Untouch- 
ables, recently released on 
video. Details on this pro- 
ject are vague as the game 
is in the very early stages of 
development, but plenty of 
shoot outs are a certainty. 





COMPETITION 



WIN A 
LAUNCH 



SO you want to try your hand a space exploration, eh? Well now's your chance. 
Accivision has given us two tickets to ride on Starship 3001, a huge 40-seater 
hydraulic spaceship simulator which makes Sega's hydraulic systems and even 
the might Super-X seen at last year's PC show seem lame! 

The simulator incorporates the same hydraulic technology used in the British 
Airways airliner simulators used to train their pilots. And if this isn't enough, the 
lucky pair will each receive a copy of Millennium 2.2 too. Ten runners-up can 
have a copy of Millennium 2.2 each. 

Send your completed entries to: Lunar Laffs, The One, Priory Court, 30-32 
Farringdon Lane. London ECIR 3AU to arrive by March 28th. Millennium 
1.989. The first two completely correct entries get the tickets and a copy of 
Millennium 2.2 each. 

1 . How many moon landings have there been in the NASA Apollo 
programme? 4 

A 6 
B 7 
C 8 
D 9 

2. The average diameter of the moon is . . . 
A 3.729 km 

B 3,312 km 
C 3,473 km 
D 4,126 km 

3. What was the name of NASA's first lauched space shuttle? 
A Columbia 

B Enterprise 
C Challenger 
D Discovery 
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^W/Xflight SIMULATOR III 

▼ ^\/(SubLogic) 

KINGS QUEST TRIPLE PACK 
^r\S (Sierra) 

^^X\FI9 stealth fighter 

\/ (Microprose) 

LEISURE SUIT LARRY GOES 

▼ V LOOKING FOR LOVE 

(Sierra/Activision) 
^k<N>>SPEEDBALL 

▼ y( (Image Works) 
A <NE> FALCON 

^ (Spectrum HoloByte/ 
Mirrorsoft) 
^P<RE>TEST DRIVE 
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LEISURE SUIT LARRY IN THE 
LAND OF THE LOUNGE 
LIZARDS 
A . (Sierra/Activision) 
^»<NE> SIDEWINDER 
j£ (Mastertronic) 
^\<NE>POOLS OF RADIANCE 
V (SST/US Gold) 




FI9: down but not out. 

Compiled exclusively for The One by SOFTWARE CIRCUS 
LTD, The Plaza On Oxford Sireet, 120 Oxford Sireei. 
LONDON WIN 9DF. Tel: 01 436 281 I 
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DEBUGGERY 



MIRRORSOFT'S Image 
Works label has two in- 
teresting titles in develop- 
ment. The first, seen here, 
is Dynamic Debugger, 
due for release around 
April on ST. Amiga and PC. 
It's a stomp 'n' search 'n* 
survive affair which sees 
you battling through ten 
worlds, each comprising be- 
tween 10-15 scenes which 
are a dozen or so screens in 
length. 

Each world has a theme 
and associated weapon, for 
example. World One is set 
in a garden (no trees) with 
you disposing of beetles, 
spiders and the like with a 
DDT gun. World Two is 
drink orientated, with a 
cork-shooiing champagne 
bottle used to fend off pink 
elephants - among other 
things. 

Newly-formed program- 
ming team Interactive Pix- 
els is promising great things 
of the 16-bit machines. Jon 
Knox, Andy Reece and Alan 
Witherhew are the Byte 
Boys, and Pete Lyon is pro- 
viding the pixels - arguably 
his best-constructed yet. 

The Amiga version. 




claims Jon, is the first 
smooth bi-directional hori- 
zontally scrolling HAM 
game to appear (Mandarin's 
much-publicised Pioneer 
Plague only featured static 

HAM screens), with hori- 
zontal overscan for good 
measure. All sprites are 
software driven (which 
means they are effectively 
part of the scenery which is 
continually updated) so 
they can have lots of col- 
ours too. The ST version is 
smoothly scrolling almost a 



full screen with more than 
32 colours, while the PC is 
being supported with CGA, 
EGA and VGA versions. ' 

Technical achievements 
aside. Dynamic Debug- 
ger ts looking stunning. 

The otner Image Works' 
project is less certain, but 
there's more to it than 
meets the eye. Anyone 
who saw Signals on Channel 
4 at the end of janaury will 
have seen the Bitmap 
Brothers in all their glory, 
complete with an interest- 
ing looking demo of what 
could be their next game. A 
spokesman for Mirrorsoft 
and the Bitmaps' Eric 
Matthews refused to con- 
firm or deny that this will 
be the Bros' next project, 
potentially the pseudo se- 
quel to Xenon. 

"We're playing around 
with a really nice idea." 
admitted Eric. "But that's 
all I'll say for the moment. 
The demo was a little 
something we knocked up - 
toads of parallax and sprites. 
Will we take it any further? 
Who knows . . ." 

We do. and so will you - 
next month. 
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FALCON 

(Spectrum HoloByte/ 

Mirrorsoft) 

SPEEDBALL 

(Image Works) 

DUNGEON MASTER 

(FTL/Mirrorsoft) 

EMPIRE 

(Interstel/Electronic Arts) 

LEISURE SUIT LARRY GOES 
LOOKING FOR LOVE 
(Sierra/Activision) 
INTERNATIONAL KARATE + 
(System 3) 

LEISURE SUIT LARRY IN THE 

LAND OF THE LOUNGE 

LIZARDS 

(Sierra/Activision) 

SKRULL 

(Action) 

MANHUNTER NEW YORK 
(Sierra/Activision) 
LOMBARD RAC RALLY 
(Mandarin) 




IK i : beating off the opposition. 

Compiled exclusively (or The One by SOFTWARE CIRCUS 
LTD. The Plata On Oxford Street. 120 Oxford Street. 
LONDON WIN 9DP. Tel: 01 436 2811. 




NOW on AMIGA, ATARI ST, IBM PC and Compatibles 




Electronic Arts produces Home Entertainment Software on most Computer formats. For a complete product catalogue, please 
send 50p together with a stamped and self-addressed A5-sized envelope to: Electronic Arts "Catalogue Offer", Electronic 
Arts, 11-49 Station Road, Langley, Berks SL3 8YN. 

HOW TO ORDER. Visit your local retailer or call Slough (0753) 46465 for the location of your nearest stockist. Dealers please 
call (0753) 40906. 
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love from sector to sector by using the Galactic Map. Adjacent unexplored sectors 
Ifeature representations of what you can expect to meet. Sectors hidden behind 
question marks represent unexplored sectors currently outside of your ship's range. 

^^ iSP ° W Qt everthin S lnat nioves and * portal appears, pulling any debris towards it - 
\J including your ship. No need to worry though - you only get transported as far as the 
Galactic Map to choose your next destination. ^ 
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You can play simultaneously with 
a friend, covering each other's 
backsides or stealing the very energy from 
under each other's noses. If it's your best friend 
though, you could always join together, with 
one player shooting four bullets with the 
Speeder and the second rotating and thrusting 
with the Warriqy. 





Atari rifled its own archives to 
score another arcade smash. Gary 
Penn gets his rocks off. 



broids 



Atari's Asteroids is un- 
doubtedly one of the all- 
time classic coin-ops. Its 
simplistic but addictive 
shoot 'em up formula 
has been imitated over the years, but 
arguably never improved. 

Undeterred however. Atari saw fit 
to release a sequel in 1987. This kept 
the basic concept, but the result was a 
far cry from the vector graphic prede- 
cessor. Both graphics and sound were 
glorified, with detailed planet back- 
drops introduced in the process. In 
addition, the hyperspace function was 
discarded and new features and adver- 
saries added. 



Mirrorsoft acquired the licence as 
one of its first titles for its Image 
Works label, but it's taken until now 
for Teque software to complete its 
development. 



EQUIPMENT 



Destroying enemy craft causes them to leave 
behind special equipment, the effects of which 
last for a limited period. The first time you 
collect an add-on, a description of its capabili- 
ties is given - a form of tutorial similar to that 
seen in Gauntlet. 



Shields take the brunt of any 
impact, saving precious energy. 





Pick up the Blasters for double 
the firepower. 



Extra Shot Power increases the 
penetration of your laser bolts. 




II*ST 



Anyone who has seen The Last 
Surfighter will recognise the de- 
vastating effect of the Ripstar. 
Jfour ship spins around at high 
speed, firing furiously - just like 
the Death Blossom weapon. 



Extra Fuel Capacity allows your 
ship to carry more energy, 
which means it runs out slower. 





The Booster increases your 
craft's thrust power. 



Pull the Power Crystals like 
birds in the bar with the Crystal 
Magnet. 



u 




The Cloak makes your ship in- 
visible to the enemy. 









'he not-so-jolly green giant, 
Mukor, appears when you've 
cleared every sector in a Galaxy. Avoiding the 
enemy ships thrown at you, you attempt to 
blast away his tentacles, forcing him to depart 
and leave behind special weapons. 



THREE-IN-ONE 

The basic ship has three different configura- 
tions, transforming between them to the 
sound of a beefy clank. 



The Speeder is the only 
choice for speed freaks. 
It's nippy and versatile, 
with reasonable firepow- 
er, but the weak shell is a 
drawback. 



The Fighter is the 
headcases* delight, with 
planet-shattering fire- 
power and adequate 
speed and armour. 






Those who hanker for 
all-round protection 
should choose the War- 
rior. However, what you 
gain on the swings you 
lose on the roundabouts 
as both the speed and 
firepower leave a lot to 
be desired. 



ASTEROIDS 

Remember the original asteroids! Large line- 
drawn polygons split into smaller and smaller 
pieces before eventually evaporating. This 
time around, the filled and realistic rocks only 
divide once before smashing to pieces. 

Red asteroids be- 
have normally, but re- 
lease Power Crystals 
when eradicated. 



The oddly-named 
Popcorn asteroids 
grow with each hit be- 
fore eventually stop- 
ping. 



Shooting the Alien-esque Egg Asteroids re- 
leases energy-sucking leeches which Immedi- 
ately home in on your ship. 




r. 




It take several hits 
to destroy the Seeker 
Asteroids, but only 
one shot to cause 
them to fly towards 
you at high speed. 
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OOnce again Teque Soft- 
ware has succeeded in 
producing a competent 
reproduction of a cult 
coin-op, capturing all 
the playabilty and addictive Qualities of 
the arcade parent. There are a few 
elements missing — at worse the deep, 
bassy rumbling sound of the rocks — 
but the 16-colour backdrops are im- 
pressive, and most importantly the feel 
of the coin-op is intact. Howeve*. there 
is one flaw — but this applies to the 
original, not the conversion. Blaster- 
oids isn't the Improvement over the 
original that was possibly intended. 
The fact that Atari saw fit to provide 
the player with an objective means 
that Asteroids now has a definite end. 
The original worked because you knew 
it would never end. so you could con- 
tinually come back for more in an 
attempt to increase your score. The 
process of producing contemporary 
versions of age-old concepts like Aster- 
olds always seems to follow a predict- 
able pattern, ie: take the original the- 
me, tart up the graphics, beef up the 
sound and add a few new features. But 
somewhere along the line the most 
important aspect is lost - the thrill and 
feel of the original. How many Aster- 
oids fans played Blasteroids, were Ini- 
tially Impressed but after a few games 
realised that It wasn't anywhere near 
as atmospheric and nail-biting? It's 
fortunate that the gameplay is strong 
enough to make It work. But only Just. 



PRICE 

RELEASE DATE 

GRAPHICS 
SOUND 
PLAYABILITY 
VALUE 



£24.99 
Out Now 
81% 
78% 
80% 
69% 



OVERALL 81% 

The fact that the back- 
drops are only four col- 
ours doesnt make 
Blasteroids any less 
playable. In fact, the op- 
tion to play in either SO or 60 MHz 
mode makes up for the hardly appa- 
rent lack of colour. 



PRICE 

RELEASE DATE 

GRAPHICS 

SOUND 

PLAYABILITY 

VALUE 



E 19.99 
Out Now 
81% 
78% 
80% 
69% 



OVERALL 81% 






Transported back 

in time and space to an unknown era . . . 
You must stop the evil curse that has descended on the once beautiful lands of Tuvania. 
Together with your trusty dragon Garvan, you are Tuvania's only hope 

* Smooth 8-way scrolling playfield * Search for hidden objects and avoid traps 
* Interactive background * 5 different levels of fast and furious action 

Weird and wonderful characters will 
help and hinder your progress against the curse of Kaos. 

FIRE BREATHING FUN FOR YOUR ST AND AMIGA 

ONLY £19.95 

Available from all good stockists or direct from 



I — IDRI 



f\JS LTD 



5 OAK LEIGH MEWS. LONDON N20 9QH 

TELEPHONE: 01-34B-4577 

' Pteasecneck availability of versions 
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ary Whitta trades his bat and ball for a 
shovel and foot pump in the second 
instalment of Linel's ongoing saga of Herbie 
Stone. 




lang around too long and the monsters mutate into shimmering entitles that float 
I through the earth and home in on Herbie. A speedy Herbie can catch and pump 
them as they transform back to their normal shape. 



H 



ugger's aesthetic advantage over its parent is the suitably prehistoric backdrops. 
Fossils, varying rock patterns and the bones of long-dead dinosaurs all help to jolly 
up the graphics, but there's no animation or interaction in the backdrops. 




— 



The idea behind Linel's 
series of Herbie Stone 
games, as if you hadn't 
already guessed, is to 
breathe new life into 
ageing classic game concepts. The 




ollowing in the tradition of Crack!, 
a, cute attract sequence begins 
the game. Herbie and his pals dash on screen 
and chisel the game title onto a rockface. Due 
to force of nabit though, they foul up and write 
Crack! instead of Ougger. "Wait! that's wrong!" 
says a sampled voice and a huge Monty Python 
style hand appears to point out Herbie's mis- 
take, which he then corrects. Titter... 






V 



Rather than spending his time 
pumping up the volume, Herbie 
can earn bonus points by tunneling under 
special rocks. If this action is timed correctly, 
the ground under the rock gives way and it falls 
onto the head of an unsuspecting nasty. 








first. Crack! was a fair attempt at 
Breakout that didn't make much of an 
impact due to Arkanoid taking all the 
limelight. This time, the game that's 
examined and updated with a prehis- 
toric flavour Is Atari's Dig Dug. 





H 



lerbie's task is to rid each underground screen of the enemy patrollers. When he 
I comes across a monster, he produces a foot pump, which inflates it through several 
sizes until it eventually explodes (in the best possible taste of course). 




©Although there is a lot 
of potential for a game 
In the Dig Dug or Mr Do 
vein, Dugger fails to 
realise it, as there ha- 
ven't been enough enhancements made 
to the gameplay. There are no extra 
weapons to collect, no bonus levels and 
very little variation from screen to 
screen. Instead, the programmers have 
opted to just touch up the background 
graphics, add a smart byte-waiting 
opening sequence... and leave it at that. 
The sprites are none too impressive 
(those In the original Atari console 
game were larger and better defined!) 
which can only be put down to laziness. 
The final nail in the coffin is the repeti- 
tive gameplay which seems to consist 
of killing two or three nasties before 
progressing to the next, ail-too similar 
screen — a problem which never 
afflicted the original. Herbie has failed 
to impress this time, but hopefully he'll 
be third time lucky with perhaps a 
stone-age Stargate or prehistoric Pac- 
Man (then again, perhaps not). 



PRICE 

RELEASE DATE 

GRAPHICS 

SOUND 

PLAYABILITY 

VALUE 



£19.99 
Out Now 
43% 
40% 
55% 
39% 



OVERALL 46% 



There's very little to 
separate this version 
from Its Amiga counter- 
part, so therefore each 
of the above ratings ap- 
plies equally here. The price and release 
date are also indentical. 




Gary Whitta puts the pedal to the 
metal in Anco's Mad Max-style com- 
bination of high-speed pursuit and 
high-calibre firepower. 




Highway Hawks isn't ab- 
out leisurely law-abiding 
right-side-of-the-road 
driving. Maiming, killing, 
burning and shooting is 
more the name of the game here. 

Strictly speaking this isn't a race 
game, as it doesn't matter where you 
finish in relation to the other cars and 
there's no time limit. Instead, just 
managing to survive long enough to 
reach the finishing line is all that's 
needed for qualification. 




joints acquired by frying innocent 
motorists are traded in between 
races for such awesome customisation as 
vaporisers, a laser cannon and the imaginative- 
ly named 'Suoer Tough'. 



Mli 




our battered Ford Escort- 
lookalike is capable of firing con- 
centrated bolts of plasma energy (so concen- 
trated in fact that the bullets are just two 
pixels large). But there's no explosion when an 
enemy car is shot, no great shards of twisted 
flaming metal. Instead the opposition just 
disappears without trace. 
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Squeeze off a couple of rounds at a 
juggernaut and you could find 
yourself in for a surprise. The rear doors may 
swing "open to release useful (or not so useful) 
items. At best you get a crate of ammunition, 
at worst you find yourself spinning out of 
control on a puddle of oilihonest guv, it fell off 
the back of a lorry!). 



Fuel is the most important factor, 
so it's necessary to make con- 
stant bee-lines for the fuel stars that are 
dropped from the multitude of tankers. 
There's a free set of crystal wine glasses for 
every six gallons collected (at participating 
stations only). 





©Highway Hawks Is 
arguably the most en- 
joyable attempt at a 
Road Blasters game to 
date, but to be fair 
that's only because previous efforts 
weren't much to shout about. It's cer- 
tainly one of the speediest race games 
around, and for once you don't get the 
impression of the car staying still while 
the road scrolls under it. However It 
seems that to achieve this effect, the 
quality off the sprites and backdrops 
had to sufffer. Weaving between traffic 
and blowing away cars Is fun (even 
without any explosions), but it's let 
down by the small sprites and bland 
backdrops. At the very least Highway 
Hawks shows that speedy graphics 
manipulation in a race game is possi- 
ble, and had the aesthetics matched 
their speed this could well have been 
the best game of its type so far. 



PRICE 

RELEASE DATE 
GRAPHICS 
SOUND 4 
PLAY ABILITY 
VALUE 



£19.99 
Out Now 
57% 
31% 
70% 
62% 



OVERALL 65% 



To appear only slightly 
behind the Amiga, this 
version will hit the 
shelves at the same pri- 
cm. The graphics and 
sound should only be slightly weaker, 
but more importantly the gameplay is 
expected to survive the transition In- 
tact. Watch out for an update next 
month. 
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he future according to Activision 
sees the Earth dying and fate 
resting in the hands of a tiny group of 
space colonists. Gary Whitta lends a hand . . . 




s the commander of the moonbase survivors, your aim Is to find a way to make 
k Earth fit for human habitation before the Martians seize the planet for themselves. 
Divided into six sections (shown here as the 'arms' of the moonbase), the facilities available are 
Research, Production, Resources, Life Supprt, Defence and Energy, Each of these departments can 
be visited at any time, with their status displayed underneath the moonbase as either Green 
(running smoothly). Yellow (occupied or engaged) or Red (under threat). 



Equipment can't be built without 
C the necessary materials, so this is 
where the Resources facility comes into play. 
Raw materials are extracted from a fully- 
automated mine and then taken to the produc- 
tion centre. A great deal of power is used to 
run this mine, so it's a good idea to shut it 
down from time to time. 
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'he Research Centre is one of the 
most vital departments - as very 
little is known about any of the spaceships, 
equipment and transport available at the 
outset. Selected items are automatically inves- 
tigated by your science team, with the com- 
plexity of the Item dictating the amount of 
time taken. 
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The year is 2200. A collision 
with a huge asteroid has 
wiped out the Earth's en- 
tire population and the 
planet has been rendered 
an uninhabitable volcanic rock. The 
only survivors of the disaster were a 
small colony of scientists based at an 
experimental research centre on the 
moon. As if this group didn't have 
enough trouble, a race of Martian 
mutants has seen the disaster as an 
opportunity to conquer Earth and has 
declared war on the hundred-odd hu- 
mans holed up on the moon. 

The moonbase commander has disc- 
overed that, even with the limited 
supplies and resources available. It 
may be possible to reconstruct the 
Earth's atmosphere so that it can once 
again sustain human life. That Is, of 
course, if the colony can hold off the 
scheming Martians long enough to 
work out how - . . 




ertain vital raw materials aren't 
■ available on the moon, so it soon 
becomes necessary to visit other planets in the 
galactic system. Following a report from a 
reconnaissance pod, a 'pilgrim' group of colon- 
ists is dispatched to the destination planet 
together with a S.I.O.S. (a scaled-down version 
of your own moonbase). The new colony 
cannot produce equipment for itself (only the 
moon has a production department), so ships 
must be sent back and forth between the 
colonies. 



ennium 






olonists stationed on alien worlds are liable to mutate genetically into a new 
i species, depending on the atmosphere, temperature and other variables. Strange as 
it may seem, this is actually an advantage as mutants have the added advantage of being able to 
live outside the base on the planet surface, and can grow without the need to update the life 
support system. Clever, eh? 



Power for both the moonbase and 
its pilgrim stations is collected 
from the sun by 'Solagen' solar panels. The 
player starts with a single standard (Mk I) 
Solagen, but this can be upgraded as more 
materials and information become available. 



W! 



'hen an item is selected to be 
built, the factory computer 
checks to see if it has been researched and if 
the necessary materials and energy are avail- 
able. If everything checks out, production 
takes place automatically. As in the Research 
section, the time taken to produce the item 
depends on its complexity. 
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lillenium 2.2 is played in real- 
Itime, with two compression op- 
tions provided to speed up the action (these 
are necessary, as it's been estimated that the 
game would take more than 23 years to 
complete without them!). This realism extends 
to the galactic map, which not only accurately 
charts the positions of all known planets in the 
solar system as they would be in the year 2200, 
but also moves them in exactly the same orbit 
speed and trajectory as their real-life counter- 
parts! * 




'he flight bay situated in the 
centre of each S.I.O.S. base can 
handle up to eight ships, regardless of their size 
or type. The most common ships are the 
Waverider and Carrack. used to transport 
minerals and equipment between the colonies, 
while the reconnaissance pod is a disposable 
device used to gather data on neighbouring 
planets. Each ship has a different size cargo bay 
(so some are better suited to courier missions 
than others), and requires a different sized 






Carrier Command was 
previously the most in- 
volved and enjoyable 
16-bit strategy game, 
and Millennium 2.2 Is 
easily in the same league. The design is 
sheer genius, and the way in which all 
the separate elements link together Is 
nothing short of amazing. Learning to 
play takes only a couple of hours, but 
devising strategies that will allow you 
to expand your empire and maintain It 
could take months. Bold decision mak- 
ing is the order of the day: should you 
scrap your last spaceship so that you 
can retrieve the much needed materials 
for an extra Solagen? Can you afford 
to spare 30 of your colonists to go on a 
courier mission? Should you shut down 
your resources ,mine, cutting off your 
vital supply of minerals so you can use 
the power to maintain the production 
line? Make the wrong decision and you 
start a chain reaction that will cause 
your empire to collapse. And all that 
before you can even think about recol- 
onlsing Earth! Even if it is a little slow 
paced to start off with, the game's 
structure means that there's nearly 
always something to do Cor worry 
about) and the arcade sequence pro- 
vides a refreshing break from the stra- 
tegy. There are even a couple of sub- 
plots to vary the gameplay — including 
a killer space-virus that crops up late in 
the game. The whole thing is very 
involved, partly due to the atmospheric 
sound effects, and as such It's easy to 
'lose yourself In the game. The graphic 
design Is clear and uncluttered, and 
along with the icon mouse control and 
the variety of options, helps to make 
the game one of the most user-friendly 
to date. If you're not a strategy game 
fan already, this is the one to convert 
you. Millenium 2.2 is a brilliant piece of 
game design and programming that 
can proudly take its place alongside 
the likes of Elite and Carrier Command. 



PRICE 

RELEASE DATE 

GRAPHICS 

SOUND 

PLAYABILITY 

VALUE 



£19.99 
March 
83% 
80% 
87% 
84% 



OVERALL 85% 



Millennium 2.2 was designed and 
developed by Ian Bird (the man 
behind Activision's former stra- 
tegy game High Frontier) under 
the title of 2200AD. That name, 
however, had to be changed as it 
was considered to be too close to 
the title of the sci-fi comic 
2000AD. The next name chosen 
was The Phoenix Factor (after 
Operation Phoenix, the moon 
colonists' plan for Earth to 'rise 
from the ashes' of the asteroid 
disaster). Even though it was a 
clever title, the powers that be 
didn't like it, and '.o the team at 



OThis version will almost 
certainly be identical to 
its ST counterpart, with 
minor enhancements in 
the music and sound 
effects. It should appear in March at 
the same price. 



^^^k Also available in late 

^^^^^V March at the higher pri- 
4fl cm of €24.99. the PC 

>^^^ta^r version was the first to 
^^^T be developed (the game 

was originally text only and the 
graphics were only added recently). 
There will definitely be a CGA version, 
but as yet It's unclear whether EGA 
will also be supported. 



Software Studios, Activision's ln- 
house software development 
team, were asked to title the 
game. They came up with the 
dubious title of F.O.M.M. (short 
for F**k Off Martian Mutants) 
and the graphic artist even went 
as far too design a commercial- 
quality F.O.M.M. title screen! 
That title was scrapped for the 
obvious reason that no reputable 
shop would stock a game with a 
controversial name like that, and 
so at last Millennium 2.2 was chosen 
- effectively reverting to the ori- 
ginal title. 

base's life support system con- 
sists of a living quarter, supplied 
by oxygen and food. A basic S.I.O.S. can only 
sustain around 1 00 people, but extensions to 
the system ('nodules') allow the population to 
expand (necessary for replacing those killed in 
alien attacks and for crewing spaceships). 



'he warmongering Martians do their best to hinder your progress. A bulletin board 
alerts the colony to an attack and switches to the defence screen, where a tactical 
map displays the invasion fleet approachng your base. There are two types of defence with which 
to fend off the Martians; Orbital Lasers are computer-controlled satellites that hover in space 
taking potshots at whatever comes their way, while Fighters are controled manually. Launching 
one begins an Elite-style filled-vector graphics shoot 'em up between you and one of the Martian 
ships. Fighters and lasers don't come free though, and if the Martians arrive before you've built up 
your forces all you can do is sit back and watch them tear your colony to shreds. 
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We will match any Software price 
advertised by another company 
providing the advert is a current issue 
and not a special offer. Please state 
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HARDWARE 

Atari 520STFM wiih 
I Mes Drive 269.95 

Atari S20 Super pack with 21 Games '- Biumes* 
Organiser - Database/ Spreadsheet/Diary/ 
Wordprocessor - ■ 349.95 

Atari 1040 STFM Professional 
Pack with Microsoft Write Wordprocessor 
Superbase Personal Database VIP 
Professional Spreadsheet , 449.95 



AMIGA 



Profession Pack with SM 124 
Mono Monitor 



l l l l l lMlll t HI M 



549 95 



Professional Pack with SCI 224 
Colour Monitor 749.95 

Atari 1040 Super Pack 
With 2 1 Games * Business Organiser 449.95 

Atari 1040 Super Pack 
With SC 1 224 Colour Monitor.., 749.95 

Atari SC 1 224 Colour Mon.tor 299.95 

Cumana I Meg Drive ST-..-. _ 109.95 

Amiga 500 with Free Modulator, tutorial, 
& Extra's Disc 369.95 

Amiga 500 With 1 084S Colour Monttor 599.95 

Cumana I Meg drive Amiga 99.95 

Amiga A50I Memory expansion 
+ Clock Card 139 95 

Citnen I 20D Printer _ _ 199.95 * VAT 



Please include £5.00 postage and 
packaging on all hardware items in the 
UK. Overseas £10.00 



10 3'A- Inch Blank Discs 9.95 

Joystick Eiciendors 4 95 

4 Player Adaptors „...„ 4.95 

Mouse Mats.- m 4.95 

Cheetah 125 Joystick 7 95 

QS Turbo Joystick 12 95 

Pro 5000 Joystick 

Cheetah Starfighter 

Konix Navigato..„_ 

Pro 5000 Ex/ra 

Pro 5000 Clear 

Disc Storage Box 40 

Disc Storage Box 80 

Sega Master System 

Sega System + , 

Sega Super System 
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FAST 
SERVICE 



ON EM A R 



Cheques & Postal Orders payable to SOFTSELLERS. Post & Packing Free in U.K. 
Overseas £1.50 per item. Shop prices may vary, but personal callers can claim approx 10% discount 
off R.R.P. on most listed items on production of this advert. 






Gary Whitta flexes his pectorals and 
unsheaths his weapon in Dis- 
covery's combination of spirits, spectres and 
sword-slaying action. 




Sword of Sodan's extrava- 
gant plot tells of Lordan, 
the king of a magical world 
of myths and legends who 
is slain by an evil wizard. 
The dead king's son and daughter find 
the sword of the great warrior Sodan 
and set out to avenge their father. 

Lordan's son is Brodan, a hunky 
beefcake with rippling flesh and long 
flowing tocks, while his twin sister 
Shardan is... very much the same 
actually. Either offspring is controlled 
in similar fashion to Palace's Barbarian 
II. What follows is another strut and 
slash session along a scrolling back- 
ground, with massive characters fac- 
ing off against detailed backgrounds. 



■he bridge section is one of the 
toughest to complete, with 
deadly spikes springing up from the floor 
putting Brodan's ganderparts in extreme dan- 
ger (ouch!). 



< o 



ne of the first battles takes 
place in the cobbled streets of 
the local market town. Not only are there 
hordes of armoured footsoldiers to slay, but a 
nimble leaping manoeuvre is called for as 
barrels also roll down the street. At the end of 
the level a sword-brandishing giant awaits 
decapitation in one of the game's most blood- 
thirsty graphic sequences. 





Special items and power-ups can be collected along the way. Apart from the 
obligatory extra lives, there's a Magic Zapper (smart bomb), a spell to increase the 
sword's cutting power and a shield which renders you invulnerable for 30 seconds. 





road to""Zora's domain is 
spread across II levels, and is 
shown here on Brodan's map, which appears at 
the beginning of each level to indicate the area 
he is about to enter. 




O Discovery has a reputa- 
tion for excellent 
graphics - a tradition 
which has happily con- 
tinued in this case. The 
sprites, all of which are at least half the 
screen in height, are extremely well 
defined and animated, and coupled 
with the marvellous parallax scrolling 
backdrops serve to give the game an 
almost coln-op quality. Wolves cry and 
thunder claps in the graveyard while 
the flying bat-creatures shriek 
hideously when killed, adding sonic 
atmosphere to the package. It's a sha- 
me then that the gameplay doesnt live 
up to the standards set by the aesthe- 
tics. It's possible to hack a path 
through half of the game first time 
around, simply by hammering away on 
the fire button whenever an enemy 
came near. The traps and airborne 
adversaries on later levels help to vary 
the gameplay, but ultimately there's 
some doubt as to its staying power. 



PRICE 

RELEASE DATE 
GRAPHICS 
SOUND 
PLAYABILITY 
VALUE 



£29.99 
Out Now 
82% 
83% 
60% 
37% 



OVERALL 62% 



Discovery Software 
has an ST version In the 
pipeline (breaking its 
three-game Amiga-only 
tradition), scheduled to 
appear In early spring at £24.99. Prog- 
ramming Is still in the early stages 
however, so it's uncertain as to how 
many disks the game will occupy. 

^^^^ Work on version 
A % T has only |ust begun, but 

« ^ II ..i the 

the ST. It's likely to be 
EGA only, so those with lowly CGA 
machines may have to miss out. 




Iways quick off the mark, Mic- 
aroprose's latest flight program 
simulates an aircraft which has only 
just come out from under wraps. PC User's 

* 

Declan McColgan takes to the air for an early 
test flight. 




F-Mp T 




A 



F-teC Falcon 
F/A-tS Horr*t 
^V-aS Harn*r 
-IHA Rover 

\-K'A Thunderbolt 
Bomber 
=*ntru 



Mi 1 !— : : ~ 
5U-2-* Fencer 
, Firqer 
Render 
T'j-;- BacHir* 



^%efore you go anywhere you have 
■Jto'know your airplanes. Make a 
correct Identification and you get to pick your 
own mi»ion; (ail and one is picked for you. 
Fortunately the manual carries a guide to all 
the aircraft found throughout the program. 



far as flight 'n' fight 
simulation goes, F-19 
Stealth Fighter from 
Microprose is hard to 
beat. It comes from the 
same stable that gave an ungrateful 
world Gunship and F-15 Strike Eagle, 
and very little can live in the same 
RAM chips with it. 

The reasons for this enthusiasm are 
twofold: firstly, there's incredible 
depth — I fully expect to be playing this 
for years before having flown all the 
missions — and secondly the graphics 
show off the capabilities of the PC's 
VGA in its best light. In this latter 
respect it's particularly strong, leaving 
'realistic' packages such as Microsoft's 



ight. We're off to Libya, and as you can see I've selected strike training in a 
:onventional war situation with regular opponents and no crashes (as opposed to 
easy or realistic landings). One of the nice things about F-I9 is that it can be quite forgiving. In 
training, for instance, If you get clobbered by a missile, you don't have to go back and start all over 
again, but can carry on and hopefully manage to avoid the next one. 




Stealth 



uring the intelligence briefing 
you'll learn about the enemy's 
defensive capabilities. The radar data at top 
right refers to the radar station encircled in 
white, and similar information is available 
about all radar stations, missile sites, air bases 
etc. 



*)<' i ! 




Flight Simulator III a long way behind. 

In real-life the F-19 is a high-tech 
warplane almost impossible to pick up 
on radar thanks to a combination of its 
shape, the materials from which it is 
constructed, an array of radar- 
jamming devices, and its low-flying 
capabilities. It was designed at Lock- 





heed's famous 'Skunk Works' in Bur- 
bank, California, and is used primarily 
for ground strikes behind enemy lines. 

The program offers a choice of oper- 
ations in any of four theatres of war: 
Libya, the Persian Gulf, the Nothern 
Cape and Central Europe. Missions are 
flown either during Cold War, when 
clandestine missions are carried out, 
Limited War or all-out Conventional 
War and you can be flying against 
green, regular, veteran or elite oppo- 
nents. 

These factors determine the difficul- 
ty level, with even the simpler levels 
posing a real problem. Thankfully, 



'he default armament is your 
crew chief's guess as to what is 
best, and he's usually not too far wrong. You 
can change it if you want, with the manual 
providing the necessary information. 




II M| « 

wits fh« v4wor>* 




there's a training mode where you 
don't pay for mistakes with your life 
(although your reputation is likely to 
suffer). 

The documentation provided is indis- 
pensable. There's a complete keyboard 
overlay, so you don't have to remem- 
ber which key or comblnatibn of keys 
does what, and the manual is little 
short of breathtaking. It includes a 
complete training programme, operat- 
ing instructions, techniques and tactics 
(including radar and stealth tactics), 
comprehensive military information 




t this point you can review the 
^intelligence briefing, re-arm 
your jalopy or ask to be sent on a different 
mission, but this is regarded as a singularly 
cowardly act. 




w: 



r e'll just let that chappie take off ahead of us while we check out our waypoints, 
which are pre-selected points mapping our way to the targets and back. If you get 
diverted from the planned course the waypoints can be changed and reset during the flight. The 
onboard computer has already sniffed out a surface-air missile station. 




N 



ow it's getting interesting. With 



about the four theatres of war, and 
exhaustive information about 

weapons and warplanes — both ours 
and theirs. 

Microprose claims that F-19 is sim- 
ple to learn but difficult to master — 
and that's a fair summation. As your 
flying improves, you get promoted 
within the Air Force. Unfortunately, 
this also means that you're allocated 
tougher missions. 



from the satellite map to tactical mode, I can 
see my position relative to other targets. With 
the HUD now in air-air mode, missile tracking 
cameras have picked up an F-IB to the rear, 
but he's too far away to be concerned with. 
The red bar in the centre tells me I'm showing 
far too much to ground radar stations, 
• 

•his is a more interesting custom- 
er, a MiG-29 to the left. The 
onboard computer carries information about 
his armaments, speed, range etc, shown on the 
right-hand CRT. To shoot anything down, 
incidentally, you've got to get it in front of you. 






Er, moving swiftly on to another 
mission, this time by day, here 
we are from behind at full tilt over the Sahara. 
Gadafy, no doubt, is quaking in his boots. 






.esptte the disturbingly large 
numbers of bandits in the area, I 
nonetheless venture off to do battle over 
darkest Finland (or birghtest, depending on the 
time of year), this time looking on from 
outside the aircraft as I take off, afterburners 
blazing. 



SPEED 712 KBH ■ 
MACE 21. H KB SRC lb? 



nother missile is dispatched, this time to take care of a pesky MiG-23. His position 
^relative to mine is shown on the Tactical display. I've been in the wars a bit myself, 
however, and a red indicator on the right warns me that I've exhausted my store of decoys, so 
perhaps it's time I was 'opping it. 





ure enough, a quick peek out the 
'back window reveals a MiG-31 
Foxhound interceptor on my tail. And, as they 
say, he ain't come up to borrow some sugar (or 
a Diet Pepsi for that matter). 



HI 





^^^k Compulsive. addictive 

^M^^j^^l ar| d ruinous to your so- 
Pfe cial life. Only a couple of 

^^^^^T Packages can compare 
^^P^ with this. The graphics 
are quite superb and the manual 
makes enthralling reading, even if you 
never go near the game. The only flaw I 
can see Is that a lot of the effect is lost 
by slower machines using a GCA card. 
However, faster EGA & VGA owners 
are in for a airborne treat. 



PRICE 

RELEASE DATE 

GRAPHICS 

SOUND 

PLAYABILITY 

VALUE 



£39.95 
Out Now 
87% 
68% 
83% 
90% 



OVERALL 91% 




hch a little shimmy called "the 
Scissors Turn", learned from 
the God-send manual, I soon get on his tail, but 
just as I loose a Sidewinder, one of the ground 
stations shoots at me. I told you this was a 
hairy place - and this is only a training mission 
against regular class opponents, for Pete's 
sake! 



So I say, in time-honoured tradi- 
tion, "Let's get the Hell out of 
here," and point her nose for home. There's an 
airstrip in them thar hills . . . somewhere. 




Although Commodore 
owners won't sea a 
finished product until 
late Summer, the de- 
velopment team Is 
already claiming that It's moving faster 
and looking even better than the IBM- 
compatible model. 



OThis version is due for 
simultaneous release 
with the Amiga pro- 
duct, however no de- 
tails of price or availa- 
bility have been released as yet. 




MAIL ORDER 



AMIGA SPECIALISTS 

Unit 1A, Willowsea Form, Spout Lane North, 
Stanwell Moor, Staines, Middx JW19 6BW 
Telephone: (0753) 682988 



HARDWARE PRICE LIST 






SSP 


Our Price 


A500 Computer (Built-m Disk 3Vf disk drive. Amiga DOS Kickstan, 




Wnrfchpnrh 1 7 thAu^rufircn 

nuiHiniiiiii ll'O »wl y l ll 91) 




£350.00 


ASOO { ttfl rthflV** 1 i*Vil h 1 fiftal f*nlniir Unnitnr 


tray yy 


£620 00 


AfiflnflntinoBK Park 


Lou J Ob 


£750 00 


A500, 1084Calouf Monitor and AFB80 


r7rm qq 

t'UJ 99 


COOT) UU 


AftUJOIorVoH switch thru poll Disk Dtivo 


£110.00 


£95.50 


MPS1200CDisk Drive 


C140 99 


£126.00 


' VOt \«UlvUI iViUMHlJl 


f 349.00 


£290.00 


1084 Colour Monilor&TVTuriBi 


C305.99 


£287.00 


TV Tuner 


ESS N 


£91.50 


Cumana Amiga Dri va CAX 354 


f99.99 


£91.50 


Cumana Amiga Drive inc PSU CAS 354 


CI 50.99 


£125.00 


Amiga Genlock (A500) 


£299 99 


ttun nn 

t/DUUU 


RF302C Slimline Amiga 2nd Driva 


£106.99 


£38.50 


ASOl'^MgRAMUpgrado 


E17B.99 


£150.00 


A2000IB) 


£1489.25 


1 'I 1.1 UU 


A2000(B)w<lh lOeUCotourMonilor 


£1782 50 


£1439.00 


A2058(BMbRAM Board -populated with 2Mb) 


£746.35 


£620.00 


A2088 XT Bndgeboard 


£607 20 


£555 00 


A2286ATBfidgeboard 


£1 148.85 


£995.00 


A2092?0MbMSDOS Hard Disk 


£402 50 


£375 00 


A2300lnternalA2000 Genlock 


£286 35 


£250.00 


A2010lnternal3'6"Flopv Disk Drive 


C182B5 


1159 00 


NEW PRODUCTS 






A7.07.4Hi Res Mono Monitor 


£764 75 


£701.00 


A2620UUm*Card 


£1956.15 


£1755.00 


14' Colron Hi Res Colour Monitor 


£747.50 


£650 00 


?0 Coiron Hi Res Colour Monitor 


£2070.00 


£1879.00 


Cherrv Pad A3 Digitising Tablet 


£632.60 


£565.00 


Video Driven Card (must be sold with Cotranl 


£396.75 


£350.00 


A2000 Special ONer (whilst slocks last) 






A2000B Computer with 1084 Colour Monitor and A2090/2092 20Mb 




Amiga Hard Disk 


£2241.35 


£1970 00 


PERIPHERALS 






DiskBoxlholds 50 disks, 


£22.50 


£10.50 


Disk Box (holds 100 disks) 


£32.96 


£13.60 


ClikMouseMat 




£5.00 


Pro S0O0 Joystick 


£23.99 


£14.50 


RAM Delta Joystick 


£15.99 


£9.50 


Speed Kings Joystick 


£19.99 


£12.50 


Alsop Universal Printer/Momtor Stand 


£15.99 


£9.50 


Citizen lTODPrintarRibbon 


£9 99 


£350 


108lonk Disks with boa 


£25.99 


£13.50 


Disk Drive Head Cleaner 


£1499 


£85.00 



title 

70.000 Lemuel Undn The Sea 

4«40t*Ro*dR*cing 

Aargh 

Action Service 

Aflve ntu r e Con M r u ii Inn Kit 

Alien Syndrome 

Alternate Pea lily 

An net sot Rome 

Archon Collection 

Ar» unmet II Revenge u( Doh 

At neoeddoriMar 

A i my Mo vps 

Around the Wo* Id in B0 Dave 

Artie Tai 

Atai 

Auioduel 

Barbarian 

Bards lelel 

lleid* Tale II 

RaskeiBell 

Battle Chess 

8*'<"u<la Project 

BeturDsad Than Alien 
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SPECIAL OFFERS 
WHILE CURRENT STOCKS LAST 



•We also deal with Business S/W & H/W* n 
AMIGA A 500 ONLY £350 Inc VAT & Delivery EXJ 



The Games: Wint 




Brian Nesbitt waxes his skis, wipes his 
'goggles' and recites a chorus of 4 Fly 
Eddie fly' as Epyx's second snowy 
selection of games arrives on the piste. 




SKI JUMP: One of the three events 
that has been redesigned since its 
first appearance in Winter Games. As before, 
the event has been split into two sections; 
Launch and Landing. 





'HE LUGE: Not one for the faint of heart. The player boards a tiny toboggan (not 
much bigger than a tea-tray) and attempts to navigate a 1,000 metre downhill 
course. The track is represented by roughly 20 static flick screen displayed in turn as the player 
whizzes past. It's impossible to crash, but if the turns are taken badly, valuable seconds are lost. 



^ rv 

l^face a mile-long high speed trek 
down a perilous mountainside. The majority of 
the run sees the player weaving through flag 
gates, but when a video camera is passed, he 
can impress the crowd with a few flash flips. 




T 



he latest in a long line of 
sports compendiums to be 
converted from their origi- 
nal 8-bit formats whisks 
you off to snowy moun- 
tain climes for some arctic antics play- 
ed over seven events — four of which 
are original and three which have been 
redesigned since their first appearance 
in Epyx's earlier Winter Games. 

In typical Epyx style the games are 
complemented by opening, closing and 
awards ceremonies complete with 
Canadian mounties and a fireworks 
display. 



SLALOM: The first of the three 
one-on-one events, against either 
a friend or a computer pacer. The players face 
off on separate but identical slalom runs. Each 
run has a long row of flag-gates (the exact 
number being determined by the length of the 
race) to weave through, with extra speed 
gained by skiing close to the flags. 





t Edition 





IGURE SKATING: Unlike this 
event's first appearance back in 
Winter Games, you must first choreograph 
yourself a dance routine by selecting a sequ- 
ence of moves from a bank of well-known 
spins, twists and jumps. For a good score, you'll 
have to perform 10 moves correctly, at least 
eight of which must be from your routine. 



SPEED SKATING: While racing, 
your skater is depicted twice on 
screen, firstly on a plan view of the circuit to 
indicate position, and also from a head-on view 
to show his movement and speed. Synchro- 
nised waggling (as opposed to the frentic Daley 
Thompson-kind) builds up speed, but care has 
to be taken around bends to avoid wiping out. 




on res Ton t 
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iROSS COUNTRY SKIING: Fu- 
■ rious joystick waggling will be of 
no use here, a slow and steady rhythm is the 
order of he day. With your opponent breathing 
down your neck at all times, this is one of the 
toughest events to complete (let alone win!). 



With Winter. World and 
California games under 
its belt. Epyx has built 
up quite a quality repu- 
tation for sports simu- 
lations - something which sadly hasn't 
been carried on in the latest edition to 
the series. There seems to have been 
little progress or innovation since 
World Games, and some of the events, 
(the skating in particular), fail to gen- 
erate any interest at all due to the 
sloppy execution (the three events 
that have been re-written from Winter 
Games aren't nearly as much fun this 
time round). I'm not sure whether this 
Is due to Epyx running out of events to 
simulate or ideas for game design, but 
if it's the former (and I suspect it is), 
perhaps they should try something In a 
different vein. California Games was a 
good start at getting away from the 
Olympic Stadium, but this is more of a 
step backwards. 

PRICE £19.99 
RELEASE DATE Out Now 

GRAPHICS 57% 
SOUND 52% 
PLAYABILITY 58% 
VALUE 51% 



OVERALL 56% 



ODue out now at the 
same price as the ST. 
the Amiga version dif- 
fers only slightly In 
terms of sound with the 
same lacklustre gameplay present. 




An IBM-compatible 
compendium Is avail- 
able now at a price of 
£19.99. No major differ 
ences are expected, but 
just tcroe sure there's an update next 
month. 
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CRL releases another Barbarian style 
combat game upon an unsuspecting 
world. Graham Taylor thinks it sounds 
like a joke but wonders if it is the, one the 
company intended... 




Alright then, I Ludicrus is 
yet another two player 
combat game, but the 
twist here Is... well 
actually I'm not at all 
sure what the twist is supposed to be. 

Maybe it has something to do with 
the oh-so-hilarious title or the margi- 
nally silly story in the box blurb. Or 
maybe it's revealed by the sampled 
laughter in the loading section. 

Perhaps the twist is in the names: 
Herr Liss, (a comic German opponent) 
Bon Dage (a comic French female 
opponent) or Bud Vyzr (a comic some- 
thing or other). I think the twist here is 
that I Ludicrus is supposed to be a 
comic combat game. 

The thing about combat games Is 




nee again our hero falls foul of 
the glamorous Bon Dage. 




•he emperor signals the games to 
begin and Ludicrous faces off 
with Herr Liss (hairless - geddit?). Unfortun- 
ately the fancy graphics tend to lose some of 
their glamour when the appalling collision 
detection becomes apparent. 

that there are roughly two types, 
those where the background changes 
a lot or scrolls but there isn't much 
variety in the fighting, and those 
where a series of battles are fought 
against a variety of enemies on rough- 
ly the same background. With I Ludic- 
rus you appear to get the worst of 
both worlds - few opponents against 
the same old background <ie a Roman- 
style Ampitheatre complete with 
emperor). 

There are single player (against the 
computer) and two player options, the 
computer plays very well though, and 
as is usually the case, the two player 
option is more enjoyable. 



The graphics are good — 
excellent even - but the 
fighting style however 
lets It down as there 
aren't enough different 
ies and there's never any real 
impression of contact. The range of 
sound effects is mostly limited to sam- 
pled 'errks' and 'uggggs' when a sword 
thrust hits home (and speeded up 
'errks' and "ugggs* when sword thrusts 
hit home on your female opponent). 
These generally sound OK. but once 
again there Isn't that much variety to 
them — one errk per opponent more or 
less, though the Lion roar Is rather 
tasteful. There is some challenge in the 
fighting - for example I didn't discover 
one or two moves which always suc- 
ceeded (like In some games 1 could 
name...). 

If pure combat Is what attracts you 
maybe this game has something going 
for it. If you're looking for anything 
else... forget it. 



PRICE 

RELEASE DATE 
GRAPHICS 
SOUND * 
PLAYABILITY 
VALUE 



£19.95 
Out Now 
85% 
70% 
35% 
55% 



OVERALL 60% 



O Almost identical to the 
Amiga, except the sam- 
ples are better. This 
version Is at least a 
couple of months away, 
and according to a CRL spokesperson. 
Is likely to feature identical graphics. 
Improved sound - and hopefully better 
playability in the process. 






s it a bird, 
is it a pla- 
ne? No, it's Ciaran 
Brennan, discarding 
his contact lenses 
and making for the 
nearest call box... 

u per man can't die, but his power 
. vmeter must constantly be moni- 
tored as a total loss of strength causes the Man 
of Steel to fly off to his Fortress of Solitude to 
sulk while his enemies take over the world. 
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ow do you design a com- 
puter game around an 
invincible superhero? 
Taito's coin-op certainly 
didn't manage it, simply 
dropping the character into a run-of- 
the-mill scrolling beat 'em up with no 
attempt to incorporate such essential 
elements as Heat Vision, Kryptonite or 
Lex Luthor. 

American software house First Star 
also failed to make the grade with its 
8-bit incarnations released over three 
years ago. Its latest attempt however, 
licensed by Tyne Soft, includes these 
elements in an eight level multi-load 
format linked together by a series of 
'comic* pages. 

Punches, kicks, superbreath and 
heat vision are all part of Superman's 
arsenal, with each represented by a 
separate energy level which should 
only be exceeded with extreme cau- 
tion. For example, should the heat 
vision power run out completely and 
the player continue to use this weapon 
then it starts to make a large hole in 
the overall power meter and seriously 
weakens the hero. 
AME ONE: En route to the STAR Laboratories, Superman encounters the 
advance guard of Darkseid's invading Para-Demon army. Flying into the 
screen in the mould of Space Harrier. Superman strives to destroy the original demons and 
their accomplices who appear through a hole in the fabric of space and time. Either mounted on 
Concussion Cannons or flying solo, the demons are best dealt with by blowing back with super- 
breath and then frazzling with heat vision. 





'AME TWO: Lois Lane and Gov- 
'ernor Lee are being held host- " 
age on board The Atlantis, anchored in Metro- 
polis Harbour. Walking and flying along a 
scrolling deck scene, Superman does battle 
with terrorist after terrorist - all decked out in 
the nattiest of body armour. Kicks, punches 
and blasts of heat vision put paid to these 
characters - but watch out for heavily 
armoured hover-bikes. 



AMfc THREE: In order to save 
'the world, Superman must now 
escort the Shuttle carrying Professor Gorwln 
to the STAR Satellite - which means negotiat- 
ing a vertically scrolling course with Kryptonite 
debris mixing with the normal space junk to 
cause the superhero even more discomfort). 







rman 




AME SIX: Once again Super- 
'man heads off into the asteroid 
storm, this time to be confronted by Dark- 
seid's Mini-Robots. The mechanical terrors 
emanate from a huge mother robot which 
awaits our hero at the end of the level. 




AME FOUR: Superman enters 
'the satellite's airlock and pro- 
ceeds down the corridors towards the control 
room. The system's defence robots are out of 
control and have wrongly identified him as an 
illegal intruder. The robots first shots aren't 
'atal, instead they simply trap the superhero in 
a flexible bubble from which he must punch his 
way or face a hail of more deadly fire. 



AME SEVEN: The unidentified 
satellite is protected by a huge 
force field - and worse still, It belongs to Lex 
Luthor. Superman is met by a barrage of 
gunfire and heat seeking missiles. Dodging this 
fire, he uses his telescopic vision to examine 
the space station and one by one knock out its 
vital sections. 



in iimum 




AME FIVE: Before the Professor 
'can get to work, another aster- 
oid storm appears on the scanners. Apart from 
the fact that Superman is protecting the 
Satellite instead of the shuttle, this sub-game is 
identical to Game Three. 



GAME EIGHT: Bursting through 
the space station's wall, Super- 
man once again finds himself back in Game 
Four, with nothing to stop him saving the 
world but another fight along a scrolling corri- 
dor. 




REVIEW 



V 



O There's nothing Quite as 
Irritating as a game 
which fails to live up to 
its potential - especial- 
ly one which comes as 
close to hitting the mark as this one. 
First Star's adaptation of the world's 
most popular superhero Is certainly 
better than the recent coin-op effort, 
but it ultimately fails to get the balance 
right between playabillty and irritabil- 
ity and ends up falling on the side of the 
latter. The eight games are quite nice In 
their own right (even If repetition does 
tend to creep in towards the end), but 
the fact that each must be completed 
before the next is begun means that 
most people will end up stuck on the 
first disk. The look and sound are both 
well up to the task in hand - except 
maybe In the between game comic 
sections - and otherwise the presenta- 
tion Is first rate. Superman — The Man 
of Steel is one of the few licences which 
actually takes care to incorporate the 
original character's features and style- 
It's a pity the execution is flawed. 



PRICE 

RELEASE DATE 

GRAPHICS 

SOUND 

PLAYAFJILITY 

VALUE 



£24.95 
Out Now 
79% 
78% 
64% 
68% 



OVERALL 69% 



Although it's common 
for there to be an aural 
difference between 
Commodore and Atari 
games, the degree of 
difference is rarely this great. In some 
ways the ST Superman Is better than 
the Amiga version Cfor Instance the 
slightly slower pace improves the play- 
ability), but the sound Is so bad that ft 
tends to let the whole show down. 



PRICE 

RELEASE DATE 

GRAPHICS 

SOUND 

PLAYAFJILITY 

VALUE 



£24.95 
Out Now 
77% 
62% 
59% 
67% 



OVERALL 66°/c 



We have yet to see this 
version, but Tyne Soft 
informs us that It's 
CGA-only. costs £24.95 
and should be out now. 



TechnoCoo 
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he old-fashioned bobby may not 
have been afraid to give offen- 
ders a good clip around the ear, but in 
the near future they're going to have to be a 
little tougher than that. Tony Dillon gets to 
grips with modern technology in Gremlin's 
game of futuristic law enforcement. 



Forget all that namby- 
pamby 'Dead or alive, 
you're coming with me' rub- 
bish — this is what future 
law enforcement is all ab- 
out. Crime may be bad now, but In the 
near future it's going to get a lot 
worse. 

Step into a future where granny 
thefts and armed robbery abound, and 
where fewer and fewer people are 
joining the force. You are a lone bobby, 
with just your and your shiny new 
Ferrari VMAX set against the evils of 
the world. 

Each mission unfolds in two stages. 
The first of which has you behind the 
wheel patrolling the highways. Mad 
Max style. The on-screen message dis- 
play gives details of your adversary, 



such as the felony commited, and 
arrest orders such as 'kill on sight' or 
simply 'stop him'. There's nothing to 
stop you from getting from A to B — 
except of course the opposing cars. It 
is possible to outrun them, but getting 
up enough speed without hitting any- 
thing can be a problem. 




U 



h oh. Ramming other cars and 
hitting scenery causes damage 
to your car. The little bar in the corner marked 
'% Operative' should be closely monitored as 
it's the only indication you've got as to how 
well you're doing in this section. 
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destination's been reached and it's time for the second stage. Similar to Rolling 
Thunder but much more violent, the object is to set off on foot after the bad guy. The 
small square on the armband at the bottom of the screen contains two items of importance: the 
clock is a measure of how much time you have left, while the edge of the square is a 




Ugh! Scratch one nasty. The mess 
of blood and sinew lying twitch- 
ing at the bottom of the screen was a bad guy, 
until you blew him away. If this carnage is not 
to your taste, you could always use your next 
gun, which fires a lump of sticky mucus leaving 
the assailant wriggling in a cocoon on the floor. 











o 



•he aim of the game is to achieve 
top rank. As you move up the 
hieracheal ladder, you also pick up a range of 
gadgets for your car, including turbo boosters 
and fluffy dice. Promotion is earned by com- 
pleting missions, but you can screw up by 
either not doing the job within the time limit, 
letting the bad guy escape or by disposing of 
him improperly (ie killing him when you ain't 
supposed to. 





Technocop Is fun. and 
even contains a hint of 
originality — combining 
two tried and tested 
game styles and repro- 
ducing both more than adequately. 
However (yes. there has to be one), 
although the driving section is smooth. 
It has no 'feel' whatsoever. It's far too 
easy to overcompensate against ram- 
ming — and indeed, too easy to get 
rammed oft the road. The second sec- 
tion is fine in almost every detail. It 
looks good, especially the back- 
grounds, but the animation and scroll- 
ing is a little jerky. The sound however 
Is pretty basic, with just a few grunts 
and groans here and there, and a fairly 
dull engine noise on the driving section. 
It's fun. but I'd hesitate to guess as to 
how long this game will last. 



PRICE 

RELEASE DATE 

GRAPHICS 

SOUND 

PLAYABILITY 

VALUE 



£19.99 
Out Now 
73% 
60% 
81% 
57% 



OVERALL 71% 



O There is no notable dif- 
ference between this 
and the Amiga version, 
with the two being 
almost exactly the 
same In all respects Including graphics, 
sound, feel, price and release date. 

jj^^m^ Although there 

| J plans foi IBM com 

^ P atib,e blzzie, work 

my only just begun and 
there is no news as yet 
as to which graphics cards it will sup- 
port. 
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Ail our ST pFicts 't'uoe mouse etc d'js 5 : -■■ 0' soUnate 
including wo'dpioccssoi uNiliei o/apitcs ganc ,-mo demos. 
Phone us now lot a QwOlO on ,inv co"i? '■' n" ol haidwart 



STFM 

Includes 5i0 STFM wilh 1MEG drive, over £450 worth ol software. Joystick, moose, 
User Guide and 5 disks ot Public Domain Software. Software included to: 
Mart* Madnew Tost Drive Ciiopptr X 



Beyond k» Palace 
ThundercaM 
Summer Oymplad 
Arkanokl II 
LOO* Edwards SW 
!Kad Warrior* 



Xenon 

WIltMl 

Oeoofida Oui 
Zrnage_ 



WL t% £349.00 



Slack Lamp 
TtwuSI 



Inc VAT & delivery 



520 STFM with 1MEG IntemaJ drive lifted £269.00 

1040 STFM with TV modulator £399.00 

1040 STFM model as above with Microsoft Write' & 'VIP Professional' £419.00 

1040 STFM including joystick. 21 games with business software as 

supplied with above described '520STFM Super Pack' - £439.00 

0 STFM inc. 'suDer pack' extras as above, MS-Write" & 'VIP Pro.' £469 00 



1040 



Buy n monochrome monitor wilh any 10J0 Irom above lor C110 00 pxln 



Mega ST2 with mono monitor. 'MS-Write - a Vlr* Pro.' £849.00 

Mega ST4 with mono monitor. 'MS-Wrtte' & 'VIP Pro." £1099.00 

520 STFM 1MEG internal 3.5" drive upgrade kit inc. lull instructions £74.95 

SM 124/5 mono monitor £119 00 

SC1224 colour monitor £279.00 

Mega File 30Mb hard disk £539 00 

Moga ST2 special ofter package Including Mega ST2, 2nd 3.5- drive, 

mono monitor. SLM804 laserprinter. 'Microsoft Write', 'VIP Professional'. 

'Fleet St Publisher* and 90 days on site malnlenance all lor only £1795.00 

Philips 1 5" FST Tetetoxt TV/monitor model 1 185. full rem/ctri. c/w cable .... £269.00 

Philips CM8833 14" colour monitor c/w ST or Amiga lead £229 00 

Philips CM8852 as above, higher resolution £299.00 



SPECIAL OFFER AMIGA PACK 



Our new 

* Amiga 500 

* TV Modulator 

* Movse & Mon 

* Joystick 

* Photon Paint 

* Karate Kid II 

* Gold runner 
The total retail 



I offer pack Includes the foll owing: 

* Grid Sun 

* Demolition 

* XR 35 

* A tax 

* Las Vegas 

* plMi S disks or 
public domain s/ware 

alue of extras supplied Is £270.45. 



all this 
ior only 

£399.00 ! 



DOUBLE TAKE! 
PYE 15" FST 
TV/MONITOR 

(MODEL 1185) 



Superb quality, stylish medium 
resolution FST colour TV/moni- 
tor lo suit the ST or Amiga. 
Features teleiexl. full Infra-red 
remote control, Euroconnector, 
Video/Audio Input and head- 
phone output connectors. 40 
luner presets, external aerial 
connector and loop aerial. Sup- 
plied with cable (please state 
type when ordering). 



SPECIAL 
OFFER I 

£269.00 

includes VAT 
and computer 
connection lead 




AM prices include VAT. delivery and cable 
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We use and recommend Star p'intcrs since 
they oiler an unbealabie combination ol lea- 
lures print quality, reliability and value Make 
the sensible decision - gci it nnnt with a Slat 
printer al our special, all in prices 



Star LC10 best-selling 144/36cps printer, 4 NLQ fonts, inc.2 extra ribbons tree .. 

Star LC10 7-coiour version ol above printer, lnc.2 extra black ribbons 

Star LC24-10 feature-packed multifont 24 pin printer 

Star NB24-1 0 great value 24pm inc. cut sheet feeder + 2 extra ribbons 

Star NX-15 budget wide carriage printer 

Star NB24- 1 5 wide cv. version of NB24- 1 0 inc. free cut sheet feeder 

NEC P2200 budget 24pin, great value 168/56 cos 

Amslrad DMP316073250DI good value 10' with serial & parallel iniertaces 

Amslrad LQ3500 10* 24pin wilh both serial and parallel interlaces 

Panasonic KXP1081 reliable budget 10* printer 120724 cos 

Panasonic KXP1124 superb value 10' multifont 24 pin with 6 typestytes 



Epson LX800 popular 10" 180/25 cps 

Epson LQ500 good 24pin printer 150/50 cps 

Citizen 1200 good value 10" 120 cps 

Citizen HQP-45 bargain 24 pin wide carriage printer 

Sheet feeders available (or most of the above primers • call us for 



e 199.00 

£249.00 
£339.00 
£499.00 
£329.00 
£649.00 
£319.00 
£189.00 
£329.00 
£169.00 
£319.00 
£199.00 
£319.00 
£139.00 
£399.00 



POWERFUL 
ATARI ST 

DISK 
UTIUTIES 



V 



♦ SOFTWARE BACKUP with new turbo nlbbtor 

Version 4 incorporates a very fast and powerful 
menu-driven backup utility. Makes use of ail available 
drives and memory. 

♦ 56 SOFTWARE BACKUP PARAMETERS 
Parameters now includes 56 individual routines to 
backup and de-protect the toughest protection schemes. 

♦ FAST BACKUP 
Will backup a non-protected disk as qufcWy as possible 
using Tire Allocation Copy' techniques. 

♦ EXTERNAL DRIVE BOOT 
Allows many programs lo startup from drive B. 

♦ ORGANISER ACCESSORY 
New look Version 4, providing extremely useful disk 
management commands under one desktop-based 
accessory, including FORMAT. RENAME. DELETE etc. 

♦ EXTRA FORMAT 
to maximise usable space on your disks - provides over 
15% additional user storage space per dtskl 

♦ RAMDISK and SET DATE/TIME accessories. 

♦ plus UNDELETE, DISK ANALYSIS, UNFORMAT 

DISK SPEED CHECK and much more I 

— Only £24.95-gag W ffSSOH 



3.5" Disks 



10 Bulk packed DS/DD 3.5" 

with labels, fully guaranteed £1 1 95 

29-buik disks as above £27.95 

10 disks as above with plastic case £13.95 

25 disks as above, with 40 capacity 

lockable storage unit £34.95 

Verbatim DS/OD disks, top quality media 

with lifetime guarantee. Box ol 10 only £19.95 

SKC MF2DDDS/DD 3.5" disks. Box of 10 .... £17.95 



Evcflifnirii^^ 


All prices Include VAT and delivery. Next day delivery C5.00 extra. 


fwl Send cheque, Postal Order 
^ or ACCESS/VISA card details 


Evesham Micros Ltd 

63 BRIDGE STREET 

EVESHAM 
WORCS WR11 4SF 
<t> 0386-765500 

fax 0386-765354 
telex 333294 




Phone us with your 
ACCESS or VISA 
1 card details on : 
•a 0386-765500 


Govt, edoc & PLC orders welcome 
Same day despatch whenever possible 
All goods subject to availability, LAOE. 
Open to alters 6 days, 930-530 


Alu. a, 17n2 Ptmhor* Rd„ Cotlr ridge. Birmingham B30 .1BH Tel: 021 458 45*4 




DRAGON'S LAIR 

Readysoft/Entertainment In- 
ternational 

>The only taxing thing about 
playing this conversion is us- 
ing trial and error to find the 
correct sequence of moves. So, out 
of the kindness of our hearts, 
here's the complete 'solution'. One 
other thing... It's best to use the 
keyboard as there are no confus- 
ing diagonals to worry about. 



DISKONE 

THE BRIDGE 



Press FIRE as soon as the monster 
in the moat flexes its tendrils In 
Dirk's general direction. When Dirk 
swings move FORWARD to make 
him climb up through the hole and 
out of danger. 

DRINK ME 

Don't! Move RIGHT to kick down 
the door and leave the room. Scene 
One will now be repeated in re- 
verse, so repeat the aforemen- 
tioned moves. 



DISK TWO 



THE BATS 

Move LEFT or RIGHT as soon as 
Dirk struts into view to leap the 
crevasses. There are three to nego- 
tiate. 

THE ARMOURY 

Press FIRE when Dirk strolls into 
the room. Move FORWARD as he 
draws his sword. Move RIGHT or 
LEFT towards the door when Dirk 
jumps jnto the screen. 

IMMEDIATELY move DOWN 
when Dirk leaps to the door. 
DON'T take the stairs. Move 
RIGHT or LEFT to jump onto the 
table in the centre of the room — 
BEFORE Dirk walks up the stairs. 



Move FORWARD to exit through 
the door at the back of the room. 

DISK THREE 

YE OLDE WHIRLPOOLS 

As soon as Dirk appears on screen, 
move RIGHT or LEFT around the 
spaces next to the whirlpools, 
there are four whirlpools, alternat- 
ing left and right. 

THE RAPIDS 

Move RIGHT or LEFT towards the 
light blue water as soon as Dirk 
appears on screen. Move FOR- 
WARD as soon as Dirk touches the 
light blue flow. Move FORWARD 
again when Dirk appears on the 
next expanse of water. Repeat for 
the next three rapids. 

ANOTHER ROOM 

Tap the FIRE BUTTON like crazy to 
cut the green gook to ribbons. 

DISK FOUR 

THE DEADLY CHEQUERBOARD 

As soon as this scene appears on 
screen, note in which hand the 
knight is holding his sword. Now 
follow the respective route de- 
tailed below. Note: perform the 
next move AS SOON AS Dirk per- 
forms the last. When you reach the 




knight, continually tap the FIRE 
BUTTON to draw your sword and 
give the knight what for. 

Sword in LEFT Hand: RIGHT, 
LEFT, FORWARD. LEFT, RIGHT, 
LEFT, RIGHT. 

Sword In RIGHT Hand: LEFT, 
RIGHT, FORWARD, RIGHT, LEFT, 
RIGHT. LEFT. 

ROLLERBALL 

To avoid the six balls, move DOWN 
when Dirk turns his head to look 
both ways before crossing. 



DISK FIVE 



MAX SUPERHOD 

Don't brick yourself. Keep tapping 
FORWARD to dive through the gap 
at the last possible moment. Done 
that? Now do it again, with the 
graphics reversed. 

HI, SINGE 

This scene is only played once — 
but you won't know which way 
around it's played until it appears. 
So... Move RIGHT or LEFT TO- 
WARDS the teetering valuables to 
catch them. Move RIGHT or LEFT 
to jump AWAY from the valuables. 
Move DOWN to jump out of the 
screen. Move DOWN to catch the 
teetering valuables. Tap FIRE like 
crazy to 'Use The Magic Sword*. 

DISK SIX 

SINGE'S BACK 

(And front for that matter—). This 
scene is only played once, but 
again — you won't know which 
way round the graphics are dis- 
played until you see them. The 
direction in which the pillar is fac- 
ing is important. 

Move DOWN to avoid Singe's 
crushing claws. Move LEFT or 
RIGHT towards the most 'open' 
side of the pillar. Move DOWN to 
avoid Singe's tail. Move DOWN to 
avoid Singe's tail. Move DOWN to 
avoid Singe's tail. IMMEDIATELY 
press FIRE to throw the sword and 
kill Singe. Daphne is now yours for 
the taking. 

THE SNOG 

Move LEFT. RIGHT, UP and DOWN 
to wiggle Dirk's tongue. 



PLAYERS GUIDE 
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When your fuel is 
there's bogeys all 
else but resident flight 



low, you've shot your last missile and 
over you, who you gonna call? Who 
instructor Brian Nesbitt. 
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covered h«re, 




ARMAMENT SELECTION 
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tough the arma- 



selected may be In 
short supply (or even 
completely out of 
stock) — don't panic, as 
a weapon's availability 
isn't determined com- 
pletely at random. The 
only weapons that are 
likely to be in short sup- 
ply are those that you 
don't really need. 




MISSION 0 

RATTLESNAKE ROUNDUP 



s that are 
short sup- 
• that you 
teed. 

NE 



Essentially a combat 
version of the Milk 
Run training mission 
(where three un- 
guarded buildings are 
presented as targets), 
this standard air-to- 
ground strike repre- 
sents a relatively sim- 
ple way to earn merit 
points as long as you 
stick to some simple 
guidelines. Because the 
area is riddled with 
SAMs stay below 2,000 
feet at all times, with 




both the ECM pod and 
afterburners switched 
off to lessen the risk of 
detection. 

Secondly. NEVER 
make more than one 
pass over a SAM 
infested area as this In- 
evitably results in de 
tectlon. Try to k 
out all three of 
chosen SAM sit 
the first pass, 
can't manage 
abort the missio 
head back to has 



"^o use cannonfire against SAMs, ap 
I low and fast keeping the cursor ve 
In line with the oncoming SAM site and your it 
the firebutton. 
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PLAYERS GUIDE 




MISSION 

THREE HOR 



HORNET'S NEST 




Locking on to your target Is easy 
enough, but actually getting the 
bomb's impact point to meet up with th 
l.irget box is IMlhef matter. A lot of prepata 
tion time is essential, so take a long, slaw 
approa<h flying along the bridge rather than 
across It. Lock-on to the bridge as soon as you 
can see it properly, and you will have plenty of 
time to match up your targets. Mk 84s are 
VERY heavy and carrying one causes flu- 
plane's handling to suffer {especially i 
fighting), so there's vero margin for e 
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AFTERBURNER 

Activision 

> Pause the game with back- 
space and type in THUN- 
DERBLADE to activate the 
new improved cheat mode (tit-for- 
tat really, considering Thunderbla- 
de's original cheat code was 
AFTERBURNER!) Now you should 
find that: 

G — gives extra missiles. 

T — depletes your missile supply 

(very useful!) 

* — jumps to the next stage. 

> — returns to the previous stage. 

N — gives extra lives. 

CYBERNOID 

Hewson 

>Type in RAISTLIN while on 
the title screen to enjoy a 
slightly easier version of 
Raphael Cecco's shoot 'em up — 
thanks to the addition of infinite 
lives. 




i 
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DEFENDER OF THE 
CROWN 

Mirrorsoft 

>lt's golden oldie time once 
again. While the game is 
booting from the second 
disk hold down the K key. Once the 
game has loaded select Build 
Army, whereupon you should find 
staggering 1,024 knights in your 
home army. Now select Seek Con- 
quest and you'll find you've also 
got 1,024 knights in your cam- 
paign army. Thanks to Henkuang 
Houng, among many others, for 
that one. 



GARFIELD 

The Edge 

>How do you rescue your be- 
loved Arlene from the clutch- 
es of the city animal pound? 
You're about to find out thanks to 
Kevin Ponder of Hitchin in Hert- 
fordshire. 

The first thing to do is pick up 
the torch, making sure that the 
picture of Odie stays in the second 
inventory picture frame. Now go to 
the park and run into a gap be- 
tween a tree and the golf course. 
You'll see a busty young woman 
sitting on a bench. Making sure 
you've got the torch in frame one, 
walk into the bushes and you'll fall 
through a hole into the sewers. 
Now go left, down, down, down, 
left and you will see Nermal. Keep- 
ing the torch in frame two, give 
him a kick and keep on kicking him 
until a mouse appears. Get the 
mouse in frame two, (Odie's fra- 
me) keeping the torch in frame 
one. Now go right, up, up, up and 
right. Drop the torch, go to the 
Health shop and drop the mouse, 
causing a doughnut to appear. Pick 
it up, go to the shop in the back 
yard and fall down the hole, where 
you'll find the large rat. Drop the 



doughnut and the rat will stop to 
eat it. Kick the chest, pick up the 
hidden key and climb back up the 
ladder. Leave the shed and make 
sure the key is in Odie's frame. Get 
the bucket and take it to the hard- 
ware store. Use it and a dollar bill 
will appear in place of the bucket. 
Now go to the health shop and use 
the bucket, causing a packet of 
birdseed to appear. Return to the 
park scene where the woman is 
sitting on the bench, drop the seed 
and leave. Pick up the key, re-enter 
the screen and wait until the flying 
bird picks you up. When you're 
dropped, go in the only direction 
available and you'll find Arlene and 
complete the game! 

GENERAL TIPS: 

If you don't want Odie to drain 
your pizza power, pick up the ani- 
seed balls, rendering you imper- 
vious to his power-reducing antics. 

To open the catflap in the back 
door, pick up the spade, find the 
red bone and drop the spade by the 
red door. Pick up the bone and drop 
it by the door, opening it. 

For a points bonus, drop the golf 
ball in the area shaded by the tree 
in the park and kick it, which will 
result in either a hole in one (load- 
sapoints) or it'll fall into the sewer, 
depending on how well-placed your 
kick was. 

DALEY THOMPSON'S 
OLYMPIC CHALLENGE 

Ocean 



Daley would be well chuffed 
if he knew that by typing in 
HINGSEN.J you could acti- 
vate the cheat mode and then 
select any event you fancy with 
the function keys. 



T'jes 




Computers 



CASTLE HOUSE 
11 NEWCASTLE STREET 

BURSLEM 
STOKE-ON-TRENT 
TEL: 0782 575043 
(10 LINES) 



NOW TAKEN ACCESS & VISA 



Anwon 


3.00 


Army Moves 


Ji.OO 


Barbarian II 


12.95 






Bionic Commando 


11.00 


Backlash 


7.00 


Basketball (GFL) 


6.00 


Bards Tale 


.. 15.00 


Cvbernoid 


12.00 


Clever & Smart 


5.00 


Chamr* Wrestling 


5.00 

6.00 


Dark Castle 


6.00 


Deja Vu 

nif 


9.X 


6.011 


Exnlon 


11. IX) 


Double Dragon 


12.50 


Empire Strikes Back 


12.00 


Endure Racer 


5.00 


Enforcer 


5.00 



Gauntlet 2 




12.50 


Garfield 




12.50 


Gauntlet < 1. 8 los) 




5.00 


Game Over 2 




13.00 






13.00 


Hot Ball 






Heller Skelter 




9.50 


Hostages 




14.75 


Inter Karate 




5.00 


Intel Karate + 

Indoor Sports 

Karate Kid 2 




12.75 

7.00 

7.00 




TAINTWORKS 
RRF £34.95 


t)l li 
SALE 
PRICE 


£7 



F16 - FALCON 

RRP £24.95 OUR PRICE £14.95 



FlyingShark 12.50 

GFL Football 7.00 

F15Strike Eagle 9.50 

Fish i 12.50 



Purple Saturn Day 14.95 

Puffy'sSaga 12.90 

Passengers on Wind 4.00 

Pinball Factory 6.00 

Operation Wolf 12.75 

1943 , 12.50 

Overlord 12.00 

Bismark 14.95 

Night Raider 12.50 

Nebulus 12.95 

North Star 5.00 

Teenage Queen 12.95 

War in Middle Earth 14.95 

Zany Coif 15.95 



Marble Madness 


10.00 


MorlviJIe Manor 

L 1 ■ 1 1 * 1 1 1 1 1 

MitKiHgiiier 

L'Affaire.. 


14.50 

12.75 

"7 Oil 

......... . . / .w 


4.00 


Perry Mason 


6.00 


RairiboS 


12.50 


Kana Rama 


6.00 


Rogue 

Rampage 


6.00 


5.50 


Sky Rider 


3.00 


Shuffleboard 


3.00 


Strike Force Harrier 


6.00 


Sky Chase 


8.00 


Shanghai 

Trauma 


5.00 


3.00 


Super Huey 

Whirligig 

Winter Olympiad 88 

Zynaps 

Trash Heap 

Telris 


5.00 


8.00 


7.00 

12.50 


3.00 


6.00 


I ran tor 


5.00 


Track Suit Manager 

Tau Ceti 


12.75 

3.00 


VMS Vietnam Scenario 


11.95 

8.00 


Sargon3Chess 


10.00 


Galdragons Domain 


12.95 



IEGA SAI 



Sundog 5.00 

Summer Olympiad 7.00 

Stock Market 7.00 

StarRay 11.00 

Speed Ball 14.95 

Sinbad & Throne of Falcon 8.00 

Super Hang On 12.50 



F16 

COMBAT PILOT 
£14.95 



Tanglewood 8.00 

CrazvCars2 14.95 

Lombard RAC 14.95 

Batman 2 12.95 

R-Type 13.95 

Afterburner 12.95 

Robocoo 12.95 

Hacker 2 4.00 

Hacker 4.00 

Borrowed Time 4.00 

KUidozera 5.00 

Elimental 5.00 

Joan of Arc 13.95 




MASSIVE SAVINGS! 

SALE TIME AT 
CASTLE COMPUTERS 




Sword ofSodan 

\rkanoid 2 

Alien Strike 

Arcade Classics 

Bermuda Project 

Bards I ale I 

Bards I'ale 2 

Bionic Commando 

Battle Chess 

Ball Raider 

Beauracracy 

Black Jack Academy 

Black Shadow 

City Detente 

Conns Run 

Computer Hits 2 

Chessmaster 2000 

Diablo 

Driller 

Empire Strikes Back 

Elf . 

Emerald Mine 

Ebon Star 

FI6 Falcon 

l-aery lale Adventure 

Flight Path 737 

Eortri'ss Underground 

Fusion 

Stnckrnrkel .... 



18.95 
..7.00 
.TOO 
..5.00 
..7.00 
15.00 
15.1X1 
12.00 
15.75 
..3.00 
..7.00 
.8.00 
..3.00 
.5.00 
.,5:00 
..9.00 
15.00 
..3.00 
10. (XI 
12.00 
..5.00 
6.00 
..7.00 
19.95 
lO.tX) 
.5.1X1 
.5.1X1 
15.1X1 
.8.95 



Ferrari Formula I 15.00 

Gee Bee Air Rally 9.00 

Growth 7.00 

Garrison 15.00 

Grand Slam 4 (H) 

Galactic Invasion 7.00 

Helter Skelter 9.1X1 

Hacker 1 3.IX) 

Hacker 2 3.00 

Insanity Fight 6.00 

Iridon 5.00 

Interceptor 15.50 

Indoor Sports 8.1X1 

International Stirrer f. 12.50 

Jewels ot Darkness ...5.95 

jigsaw Maniac 3.00 

Leather Goddess of Phobos 6.1X1 

I urking Horror 7.00 

Ish. 



Fed of Free Traders 19.95 

Manhattan Dealers " 11.95 

Nurd & Burt 6.00 



OUTRUN ONLY 
RRP £19.95 £10 



MANY THANKS 
TO US COM* 
IOK THEIR 
HELP 



Op Wolf 14.95 

Lurking Horror 7.00 

Power Play 8.00 

Pinball Wizard 5.00 

Quadralien 7.00 

Romantic Encounters 9.00 

Rocket Ranger 18.95 



Mindshadow 3.00, "-Space Port 3.00 

Marble Madness 9.00, Star Ways 3.00 

Mortville I lorror 9.IX) Sex Vixens from OuterSpace 19.95 



Major Motion 6.1X1 

GFL Golf 9.95 

Shanghai 5.95 

Screaming Wings 7.95 

Space Quest 9.95 



MUSIC STUDIO 

SAVE £25.00 



£9.00 



Sherlock 7.00 

Space Fight 3.00 

SummerOlympiad 7.00 

Sky Chase 9.00 

Space Station 3.00 

Strike Force Ha rrier 6 . 00 

Shooting Star 3.00 

Strange New World 5.00 

SDIKwonoft 10.00 



TV SPORTS FOOTBALL £20 








9.00 




7.00 




9.00 


I hexder 


8.00 


Terrorpods 


9. (XI 




9.00 


Robocop 

Phantom Fighter 

Lombard RAC 


15.95 

14.50 

14.50 


•need Ball 


14.50 




16.00 


Barbarian (Psy) 


10.00 


Barbarian 2 

GFL Basketball 


15.1X1 

7.00 


GFL Baseball 


7.1X1 


GFL Football 


8. (XI 


Motor Massacre 


15.1X1 


Tech no Cop 

Dungeon Master (A500) 


15.1X1 


15.95 

12.49 



Pleaw Note: The ,. - listed an clearance 

game*. We stock all the Ute*t toft wan to give 
u* a ring now on 0782 S7SW3. 



Any game not released will be sent on the day of release. 
These are mail order prices only. 

CASTLE COMPUTERS 

THE COMPETENT MAIL ORDER COMPANY 



The current Channel A re- 
runs of The Munsters have 
inspired new software 
house Again Again to 
bring out a game based on 
the characters. It may have seemed 
like a. good idea at the time... but it 
wasn't. 



ily Munster busily explores the bottom floor of 1313 Mockingbird Avenue - but 
zareful Lily . . . even the slightest contact with that approaching ghoul will probably 




Munsters 

Monster mash expert Paul Boughton puts the 
frighteners on Again Again's first release 
based on the hit TV show. Will it be a 
graveyard smash? 



finish you off. 




mi 



v >.+»*.•: .-XT**. >.+«*.■: .--/•>.•/ 












Back In the early 1960s. American television chiefs decided that monsters, vampires, 
werewolves, witches and ghosts were suitable subject matter for prime-time family 
entertainment. But the shows they produced were not nail-bltlng-hiding-behind-the-sofa 
excursions into terror. No. they made comedy shows. 

And so came: The Munsters, which originally ran in America between 1964 and 1966 and 
featured an outrageous rip off of Frankenstein's monster in the shape of Herman Munster; 
Betwitched. which started its run in 1964. and centred on a rather attractive witch who 
married an ordinary mortal; My Mother The Car. again 1964. about a haunted car; and 
finally The Addams Family (1964-1966). based on a black-humour cartoon strip by Charles 
Addams. All these shows were extremely popular, and in the case of The Munsters. a spin- 
off feature film was made in 1966. 

Like all good monsters these shows refuse to lay down and die. British television 
constantly recycles these shows every few years - with the possible exception of the 
distinctly odd-sounding My Mother The Car. If you haven't seen them, don't worry. They're 
bound to be screen again within a few years. 

The similarities between The Munsters and The Addams Family are astounding. Both 
feature a family of horror movie cliches living normal, non-violent lives in normal American 
society. The comedy comes from the fact that they think everybody else is odd. The humour 
is gentle, sometimes witty — especially in the case of The Addams Family — and stands the 
test of time remarkably well. 



Herman Munster, the gentle Franken- 
stein clone, complete with neck-bolts 
and head gash; his wife Lily, a vam- 
pire; Grandpa, Lily's father and a 
blood-sucker of advanced years; Her- 
man and Lily's child Eddie, part vam- 
pire, part monster, all-round freak and 
in pain in the neck. And then there is 
Marilyn, Herman and Lily's niece and 
the only 'normal* family member. 



The game sees Marilyn kidnapped by 
Old Nick in an attempt to persuade the 
peace and home-loving Munsters to 
return to a more ghou.ish existence. 
Their home has been filled with things 
that go bump in the night to put the 
frighteners on them. To rescue her 
niece, Lily is forced to roam her house 
searching for spells and avoiding the 
spooks. 



Ahh - so that's where Grandpa and Herman have been hiding! Lily'd better not 
expect to get any sense out of them however as these two static characters appear 
to be part of the wallpaper. 




With a plot as thread- 
bare as Herman's suit, 
only some really good 
gameplay could rescue 
The Munsters from a 
fate worse than death. Unfortunately, 
what's on offer is really poor - and 
worse than that, it's really annoying. 
First Lily must build up her spell power 
by zapping the lesser ghosts. This be- 
comes extremely tedious. Vou then set 
off to find the various objects which 
help you tackle the higher level mons- 
ters. Ever after collecting objects it 
was frustrating taking on the bigger 
beasts. Sometimes they only barely 
touched Uly to drain all her energy 
away. And with only one life per game. 
I was going back to the beginning with 
frustrating regularity. The price tag 
seems excessive for what's on offer- 
Mediocre graphics, an unoriginal plot 
and overly frustrating gameplay. RIP. 



PRICE 

RELEASE DATE 
GRAPHICS 
SOUND • 
PLAYABILITY 
VALUE 



£19.99 
Out Now 
63% 
40% 
36% 
25% 



OVERALL 41% 



OThis version should just 
be finished as you read 
this and is due out at 
£19.99. Apart from a 
few minor graphic dif- 
ferences and slightly enhanced music 
and spot effects, it should be a carbon 
copy of its ST counterpart. 



ESCAPE FROM 
YOUR MIND 
BREAKFREE FROM 




\_ ^ ^* ***~ CHRYSALIS SOFTWARE: Unit 2, Willis Croft, Downs Row, Moorqate, Rotherham S60 2HD. 

Telephone: (0709) 370102, 368403 Fax: (0709) 368403 
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efore you can fly any of Jetfighter's 
> missions, you need to earn your 
wings. Qualifying for a mission entails not one 
but FOUR successful landings on the deck of 
the aircraft carrier USS Constellation. This 
time round the ILS (Instrument Landing Sys- 
tem) as seen in Falcon and F- 16 Combat Pilot has 
been included to aid landings at night and in 
poor visibility when it may be difficult to 
the carrier. 



Four training missions are pro- 



bird. Flight Manoeuvres is a non-hostile scenar- 
io that takes you through useful combat moves 
such as the Immelman turn, Split-S, High-G 
Yo-Yo and so on. There's also an intercept and 
destroy mission, a dogfight with a MiG and a 
low-level bombing run to contend with. 






Gary Whitta hits the hard deck 
with a PC-only flight simulation 
from American software house Veloc- 
ity, and finds that creator Bob 'Interceptor 1 
Dinnerman is no one-game wonder. 




Electronic Arts' F/A-18 In- 
terceptor, created by Bob 
Dinnerman, was widely 
regarded as one of the 
best 16-bit games of its 
time when it was released back in 
1987. Unfortunately it was Amiga on- 
ly, and even today there are no plans 
to convert It to other formats. 

Disgruntled PC owners needn't feel 
left out any longer, as the unofficial 
sequel is already available, and this 
time it's a PC only product (due to its 
US origins) brought to these shores by 
Software Circus. 

Basically what Mr Dinnerman has 
done Is to take Interceptor, add the 
option to control any of three planes 
(the F-14 Tomcat. F-16 Falcon or F-18 
Hornet), increase the number of mis- 
sions to 32 and add a whole new range 
of weapons, tactics and gameplay fea- 
tures. 





For a really impressive graphic 
touch, check out the plane's ex- 
terior views. Two pan facilities, vertical and 
horizontal, allow it to be viewed from every 
conceivable angle. And If you've got a fast PC, 
the speed and smoothness with which the 
camera angle moves is astounding. 





(though Jetfighier Isn't strictly a 
^simulation, the attention to de- 
tails Is excellent. For example, it's possible to 
manually alter the position of the F- 1 4 wings (a 
feature exclusive to the "twin geometry' Tom- 
cat). Another cute touch is that ejecting from 
the F-M produces two parachutes - both the 
pilot and his navigator. 





.e tailed information on the cur- 
rent weather conditions it given 
at the outset of each flight. Wind speed and 
direction and the level of visibility are given as 
well as the height of the hard deck {the 
imaginary barrier that you must not fly under). 
In Free Flight mode, the pilot also selects the 
time of his flight, thus choosing the level of 
visibility - depicted by different sky colours 
such as blue (clear), grey (overcast) and black 
(night). 





J^^^ While F 19 is quite 
| T possibly the best bet 

^^^r * or hardened simulation 
^^^^^H^r addicts and purists, Jet 

^^^T fighter is the obvious 

choice for those who prefer a game 
that delivers a lot of immediate action 
while still maintaining realfsm. Like 
Interceptor. Jetfighter doesn't strive 
for technical accuracy (although it Is 
authentic to some extent and won't let 
you perform any ridiculous man- 
oeuvres that couldn't be done in the 
real thing). The controls and instru- 
mentation have been simplified, but 
the gameplay Is still strongly simula- 
tion orientated, rather than being Just 
some kind of Afterburnerstyle shoot 
"em up. It's easy enough to get to grips 
with, and the array of missions en- 
sures lasting appeal. It's one of the 
most enjoyable games of its type on 
the PC - and PC owners have at last 
got one over on their ST and Amiga- 
owning pals. And about time too. 



PRICE 


£39.95 


RELEASE DATE 


Out Now 


GRAPHICS 


84% 


SOUND 


63% 


PLAYABILITY 


88% 


VALUE 


70% 


OVERALL 


89% 



■hanks to the F- 1 4's superior long- 
range missile capabilities, you've 
already got a lock on this unfortunate MiG - 
even though it's only visible as a dot on the 
horizon. Unlike Interceptor, however, the MiGs 
don't stay that size. Ditty dally too long and it'll 
sweep past, almost close enough for you to see 
the Ruskie pilot's gold fillings. 




PREMIER MAIL ORDER 



Formerly Trybridge Software Distribution)! 



TITLE 

Aaargh 

Action Service 

Aclion ST 

Adv Arl Studio 

Adv Rugby Sim 

Adv Ski Sim 

Afterburner 

Alien Syndrome 

Alt Reality 

Amiga Gold Hits 1 

Archepelagos 

Arkanoid Rev of Doh 

Armalyte 

Artura 

Asteroids 

Atron 5000 

Baal 

Backlash 
Ballyhoo 
Barbarian 2 Pal 
Bards Tale 2 
BAT 

Batman Caped Crsdr 
Battle Chess 
Battlezone 
Bermuda Project 
Better Dead 
Beyond Ice Palace 
Bionic Commando 
Black Tiger 
Blasteroids 
Blazing Barrels 
BMX Simulator 
Bobby Yazz Show 
Bombjack 
Bombuzal ' 
Borrowed Time 
Bratacus 
Bubble Bobble 
Bubble Ghost 
Buggy Boy 
Butcher Hill 
California Games 
Capone 
Captain Blood 
Carher Command 
Chessmaster 2000 
Chronoquest 
Colossus Chess X 
Combat School 
Corruption 
Cosmic Pirate 
Cracked 
Crazy Cars 2 
Crystal Castles 
Cybernoid t or 2 
Daley Thompson 88 
Damocles 
Dark Castle 
Defender of Crown 
Deflektor 
Degas Elite 
De)a Vu 

Deluxe Music Con Sei 
Deluxe Paint 2 
Deluxe Photolab 
Deluxe Print 2 
Deluxe Production 
Deluxe Video 
Double Dragon 
Dragon Ninja 
Dragonscape 
Dreamzone 
Driller 

Dungeon Master 

Earl Weaver Baseball 

Elemental, 

Eliminator 

Elite 



A g* RI AMIGA TITLE 

- 14.95 Emanuelle 
11.95 1V95 Empire 

13.95 — Empire Strikes Back 

14.95 - Enlightenment 

11.95 11.95 Espionage 

11.95 11.95 Exolon 

13.95 16 95 4x4 Off Road Racing 

1 1 .95 11 .95 5 Star ST 

1 1 .95 1 1 .95 F 1 6 Combat Pilot 

16.95 Faery Tale Adv 

15.95 15.95 Falcon F16 

11.95 14.95 Fantavision 

- 1 1 .95 Fast Basic Disc 
13.95 - Fast Basic Rom 

7.95 — Fed Free Trade 

- 10.45 Fernandez Must Die 
1 1 .95 - Ferrari Formula 1 

1 1 .95 11 .95 F1 5 Strike Eagle 

7.95 - Final Command 

11.95 11.95 Firezone 

- 15.95 Fish 
19.95 19.95 Flight Sim 2 
11.95 14.95 Fit Disc 7 or 11 

- 15.95 Fit Disc European 
7.95 - Fit Disc Japan 
9.95 14.95 Flying Shark 

1 1 .95 11 .95 Football Director 2 

1 1 .95 14.95 Football Manager 2 

13.95 16.95 Foundations Waste 

13.95 - Frank Bruno Boxing 

13.95 - Freedom 

1 1 .95 11 .95 Frontier EPT 

9.95 9.95 Fusion 

1 1 .95 11 .95 Galactic Conqueror 

11.95 14.95 Galdregons Domain 

11.95 14.95 Game Over 2 

7.95 - Gartield 

9.95 - Garrison 2 

1 1 .95 11 .95 Ghosts N Goblins 

1 1 .95 11 .95 Golden Path 

11 95 14.95 Green Beret 

13.95 13.95 Gryzor 

16.95 16.95 Guerilla War 

19.95 14.95 Guild of Thieves 

14.95 14.95 Gunship 

14.95 14.95 Hacker 1 or 2 

19.95 19.95 Hardball 

19.95 19.95 Hawk 

16.95 16.95 Hawkeye 

11.95 14.95 Hellbent 

14.95 14.95 Hellfire Attack 

1 1 .95 11 .95 Helter Skelter 

7.95 - Heroes of Lance 

11.95 14.95 Hit Disc Vol 1 

10,45 - Hollywood Hijinx 

16.95 Hostages 

11.95 14.95 Hot Football 

11.95 11.95 Hotshot 

14.95 14.95 Hunt for Red October 

18.95 1895 Hybfis 

9.95 - Hyperdrome 

19.95 - I Ludicrus 

1 1.95 11 .95 Inc Shrink Sphere 

- 49.95 Indiana Jones 

- 49.95 Ingrids Back 

- 49.95 Ikari Warriors 

- 49.95 Impossible Mission 2 

- 89.95 Interceptor 

- 49.95 Int Karate + 
1 1 .95 11 .95 Iron Lord 
11.95 14.95 Jet 

9.95 Jewels of Darkness 

16.95 16.95 Jinxler 

14.95 14.95 Joan of Arc 

14.95 14.95 Joe Blade 2 

16.95 Joust 

11.95 - Kennedy Approach 

13.95 13.95 Knightorc 

14.95 14.95 Knstal 



ATARI 

ST 



AMIGA 



11.95 11.9b 
19.95 19.95 
11.95 11.95 



11.95 
11.95 
16.95 
13.95 
14.95 
16.95 

19.95 

31.95 
62.95 
19.95 
14.95 
19.95 
14.95 
19.95 
14.95 
14.95 
26.95 
13.95 
13.95 
13.95 
14.95 
11.95 
11.95 
14.95 
12.95 
11.95 
14.95 
19.95 
14.95 
13.95 
15.95 
11.95 
14.95 
11.95 

7.95 
11.95 
11.95 
11.95 
14.95 
14.95 

7.95 

9.95 
17.95 
14.95 
11.95 
15.95 

9.95 
16.95 
14.95 

7.95 
14.95 
14.95 
11.95 
14.95 

11.95 
14.94 
13.95 

9.95 
11.95 

9.95 
13.95 

13.95 
15.95 

13.95 
14.95 
13.95 
9.95 
7.95 
14.95 
13.95 
17.95 



14.95 
11.95 
16.95 
16.95 

16.95 
29.95 
19.95 
29.95 



19.95 
14.95 
19.95 
14.95 
19.95 
14.95 
14.95 
26.95 
13.95 
13.95 
13.95 

11.95 
11.95 
14.95 

11.95 
14.95 
19.95 
14.95 
13.95 
15.95 
11.95 
14.95 
14.95 
11.95 
14.95 
14.95 
14.95 
14.95 
14.95 



17.95 

11.95 
15.95 

9.95 
16.95 
14.95 

7.95 
14.95 
14.95 
11.95 
14.95 
11.95 

14.95 
16.95 

11.95 
14.95 
17.95 
15.95 
16.95 
15.95 
26.95 
13.95 
14.95 
16.95 
9.95 

14.95 
13.95 
17.95 



TITLE A ™ AMIGA 

Lancelot 11.95 11.95 
Land of Legends - 16.95 

Laser Squad 16.95 16.95 

Last Duel 14.95 17.95 

L Board Birdie 13.95 16.95 

Leather Goddess 19.95 19.95 

LED Storm 13.95 13.95 

Legend of Sword 14.95 14.95 

Live & Let Die 1 1 .95 11 95 

Living Daylights 11.95 - 
Lombard RAC Rally 14.95 14.95 

Manhattoa Dealer 11.95 14.95 
Maria Whittaker 9.95 9.95 

Mars Cops 11.95 11.95 
Masters of Universe 9.95 

Maupiti Island 11.95 - 

Menace 11.95 12.95 

Mercenary Comp 16.95 16.95 

Microprose Soccer 14.95 14.95 
Mindshadow 7.95 
Missile Command 7.95 - 

Moonbase 7.95 — 

Moon Patrol 7.95 - 

Mortville Manor 15.95 15.95 
Motor Bike Madness 9.95 9.95 

Motor Massacre 13.95 13.95 

Music Con Set 19.95 - 

1943 13.95 17.95 

Navcom 6 16.95 16.95 

Nebulus 13.95 17.95 

Netherworld 13.95 17.95 

Nigel Mansell 17.95 17.95 

Nighthunter 13.95 16.95 

Nightraider 13.95 13.95 
Northstar 9.95 - 

Oids 1 1 .95 - 

Oops 13.95 13.95 

Operation Neptune 14.95 14.95 

Operation Wolf 11.95 14.95 

Outrun 13.95 13.95 

Overtander 11.95 14.95 

Pacmania 11.95 11.95 

Pandora 11.95 11.95 

Paperboy 11.95 14.95 

Pawn 14.95 14.95 

Pepsi Mad Mix 10.95 - 
Peter Beardsley Soccer 1 1 .95 1 1 .95 
Phantom Fighter - 13.95 

Phantasm 13.95 13.95 
Pioneer Plague — 14.95 

Platoon 11.95 14.95 

Pool of Radiance 16.95 16.95 

POW 19.95 19.95 

Powerdrome 19.95 19.95 

Pro Soccer Sim 1 1 .95 11 .95 

Psion Chess 16.95 

Puffys Saga 19.95 19.95 

Purple Saturn Day 14.95 14.95 

Quadralien 13.95 16.95 

Quantum Paint 14.95 - 

Rambo 3 11.95 14.95 
Reach for Stars - 15.95 

Realm of Trolls 13.95 16.95 

Rebels in Dark 1 1 .95 11 .95 

Return of Jedi 11.95 11.95 
Return to Atlantis - 19.95 

Return to Genesis 1 1 .95 11 .95 

Road Blasters 13.95 13.95 

Robocop 11.95 14.95 

Rocket Ranger 19.95 19.95 
Roger Rabbit - 16.95 

Rolling Thunder 13.95 16.95 

R Type 13.95 16.95 

Sargon III Chess 14.95 14.95 

Savage 14.95 14.95 

Scrabble Deluxe 13.95 13.95 

Sentinel 11.95 11.95 

SF Harrier 14.95 14.95 

Shadowgate 11.95 14.95 



TITLE 

Shoot 'Em Up Con Kit 

Silent Service 

Skateball 

Skate or Die 

Skychase 

Soldier of Light 

Solitaire Royale 

Socery + 

Space Ball 

Space Harrier 

Space Harrier 2 

Space Racer 

Speedball 

STAC 

Starileet 

Star Glider 2 

Starquake 

Star Ray 

Star Trek 

Sfealth Fighter 

Stir Crazy 

Street Fighter 

S.T.O.S. 

Strip Poker 2 

Data Discs: 

Bev & Dawn 

Lee & Roy 

Rachel & Kim 

Suzanne & Bianca 

Summer Olympiad 

Superbase Personal 

Super Breakout 

Supercycle 

Super Hangon 

Superman 

Sword of Sod an 

Tass Times 

Techno Cop 

Teenage Quest 

Testdrive 

The Games Summer 
The Games Winter 
The Munsters 
Three Stooges 
Thunderblade 
Thundercats 
Tiger Road 
Time & Magik 
Times of Lore 
Time Stood Still 
Tracers 

Tracksuit Manager 

Trantor 

Triad 

Trivial Pursuit 

TT Racer 2 

Turbo Cup 

TV Sports Football 

Typhoon 

Ultimata 4 

Ultimate Golf 

Uninvited 

Univ Military Sim 

UMS Scenario 1 

UMS Scenario 2 

UridrTjm 

Verminator 

Victory Road 

Virus 

Vroom 

War in Middle Earth 

WEC Le Mans 

Weird Dreams 

Whirligig 

Wizball 

World Games 

World Tour Golf 

Xenon 

Zero Gravity 

Zynaps 



ATARI 
ST 

14.95 
14.95 
19.95 
19 95 
9.95 
11.95 



AMIGA 

14.95 
14.95 
19.95 
19.95 
14.95 



- 14.95 



11.95 
13.95 
11.95 
13.95 
11.95 
14.95 
26.95 

14.95 
11.95 
14.95 
11.95 
13.95 
11.95 
13.95 
19.95 
9.95 

7.45 
7.45 
7.45 
7.45 
11.95 

7.95 
7.95 
13.95 
14.95 

7.95 
13.95 
11.95 
15.95 
13.95 
13.95 
11.95 
14.95 
13.95 
11.95 
13.95 
11.95 
14.95 
11.95 

11.95 
9.95 
19.95 
11.95 
14.95 
11.95 
14.95 
9.95 

13.95 
11.95 
14.95 
8.95 
8.95 
13.95 
14.95 
11.95 
11.95 
11.95 
14.95 
11.95 
14.95 
11.95 
13.95 
7.95 

11.95 
11.95 
13.95 



16.95 
14.95 
16.95 
11.95 
14.95 

19.95 
14.95 

14.95 

16.95 

16.95 

9.95 

7.45 
7.45 
7.45 
7.45 
11.95 
59.95 



14.95 
16.95 

13.95 
11.95 
15.95 

17.95 
11.95 
19.55 
16.95 
14.95 
17.95 
11.95 
14.95 

16.95 
11.95 

19.95 
11.95 

14.95 
17.95 

14.95 
13.95 

14.95 
8.95 
895 

14.95 
14.95 
11.95 



14.95 
14.95 
11.95 
16.95 

19.95 
14.95 

13.95 



NO 

CO 



Please send chequc/PO Access/Visa number and expin dale to: 

PREMIER MAIL ORDER 
8 Buckwins Square, Burnt Mills 
Basildon, Essex SSI3 IBJ 
Tel 0268 590766 

P&P inc l"K on orders over £5,90. I K orders under £5.IH» add 5l)p per 
item. Kurope add £1 per item. Elsewhere add HAW per item. Thesi- 
offers available b> Mail Order only. Telephone: 02fi8 5M0766 
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ith three racing games already 
under its belt, Titus goes back 
to basics with the official sequel to its 
first release. And if you can read, this you're 
too close to Gary Whitta. 

ith Titus' Crazy Cars 
featuring such exo- 
tic automobiles as 
the Lambourghini 
Countach. Porsche 
911 and Ferrari Testarossa. you'd be 
forgiven for thinking that there isn't a 
more luxurious sports car to introduce 
in this follow-up. But no, Titus has 
come up with Ferrari's ultra-sleek li- 
mited edition F40, which is now only 
available second-hand (due to very 
few being manufactured) and would 
set you back somewhere around the 
£300,000 mark. 

As an FBI agent in Crazy Cars II, your 
mission is to crack a car-theft ring 
organised by a group of corrupt cops. 
There are four US states to race 
through, with time being your main 
enemy (an unlimited number of foul- 
ups are allowed, as long as they're not 
too serious). 





all up the route map to show the 
i point you've got to reach and 
the time left to get there. Titus claims that all 
the roads in the four US states featured in CCII 
have been accurately reproduced. Apparently 
the route from Salt Lake City to New Mexico 
is lined by miles and miles of flat green grass 
and snow-capped mountains. 





E | KEIEHSi 





■he only other cars that appear on the road are driven by the morally-unsound 
policemen who will stop at nothing to prevent you from reaching your destination. 
Forget blowing them away Fire and Forgct-style though: there aren't any weapons to use, and any 
contact with a police car causes the F40 to explode. 




J very now and then a small by- 
iroad breaks away from the main 
freeway for a few miles. However, apart from 
avoiding the cops for a short while, there 
doesn't seem to be much point in risking your 
car to drive down it. 

n the frontier between border- 
ing states, the police have laid 
out a roadblock - sometimes two striped 
barriers and occasionally a line of oil drums. 
Strangely enough, not even a Ferrari travelling 
at over 300 mph has the power to break 
through and driving into it results in death (yet 
again). 




Crazy Cars II is one of 
the least impressive 
driving games to 
appear. The car's con- 
trol varies between 
being unresponsive and ridiculously 
over-sensitive, while the collision de- 
tection only makes thing worse. Other 
cars on the road drive right over you as 
if you weren't even there, and the car 
explodes even though you've not hit 
anything... aaargh! There's no sensa- 
tion of speed, and even at the top 
whack of 327 mph. the car only seems 
to be trundling along. To cap it all, the 
sound consists of nothing better than a 
grating engine sound and unrealistic 
white noise explosions. Come on Titus, 
get into gear. 



PRICE 

RELEASE DATE 

GRAPHICS 

SOUND 

PLAYABILITY 

VALUE 



£24.99 
Out Now 
45% 
31% 
34% 
25% 



OVERALL 33% 



ODue out at the same 
time and price as the 
ST. this version is likely 
to be every bit as weak, 
with only slightly en- 
hanced sound and faster game speed 
to make a difference. 




Also set for release ab- 
out now at £24.99. the 
PC version is unlikely to 
differ much from the 
other versions. 





ST SPECIALISTS 

Unit 2A, Willowsea Farm, Spout Lane North, 
Stanwell Moor, Staines, Middx TW19 6BW 
Telephone: (0753) 682988 



NEW RELEASES 



Title 


SSPO 


ui Price 


Title 


SSPO 


ur Price 


Title 


SSP Our Price 


Title 


SSP Our Price 


HoN Fire Attack 


CHM 


€1750 


Falcon 


€29.99 


€1960 


Joan of Arc 


€1999 


€1360 


Pothole Pete 


€9 99 


£7.50 


Lords ol Conquest 


€2499 


€1760 


Fahrenheit 451 


€24.99 


€1650 


Espionage 


€1999 


€1350 


Shutdown 


€1499 


€1050 


Art* Fox 


£2499 


€1750 


Firerone 


€24.99 


£1650 


Batman 


€19.99 


€1350 


Zany golf 


€24 95 


£1650 


Five Star Compendium 


£24.99 


£16.50 


Kennedy Approach 


€2499 


£1650 


Manhunter 


€2999 


€1950 


Baal 

Captain Fizz 


£1999 


£1350 


Heroes otlhe Lance 


£24.95 


€1950 


Munsters 


€19.99 


£1350 


Advance Rugby Sim 


€1999 


€1350 


£1999 


€1350 


Hostages 


€24.99 


€16.50 


MiniGoll 


£19.99 


£13 SO 


CrazyCarsll 


€19.99 


€1350 


Dugger 


€1995 


€13 50 


Operation Wolf 


€24.99 


€1660 


NightHunter 


€24.99 


€17 50 


Alpine Games 


€9.99 


€750 


Billiards 


£1995 


€13.50 


Afterburner 


€2499 


€1650 






ST Olympiad 


£999 


€760 









SOFTWARE LIST 



Alien Syndrome €19 95 

Arcade Force Four €2499 

Arkanoidll (19 99 

ArmagedonMan €19 99 

Barbarian £2499 
Barbarian * €1999 

BardsTalel €2499 
Belter Dead Than Alien €19 95 

Beyond the Ice Palace €19.99 

Bionic Commando € 1 9.95 

BMX Simulator £1499 

BuggyBoy €1999 

BombJack €1995 

Borrowed Time €2499 

Beaucracy €34 99 

Captain Blood f 24.99 

Casino Roulette £1999 

Chessmasler 2000 £24.99 

ChubbyGristle £19.99 

Corruption £24.99 

Carrier Command £24 99 

Champion Wrestling €19.99 

Champion Water Ski €19.99 

Ch'ess €2499 

CrashGarrett €1999 

Dark Castle £2499 

Dungeon Master f 24.99 

Dellector £19.99 

Daley Thompson €1999 

DeJaVu €29.99 

Diablo €1499 

OiHyWi/aid £19-99 

Ell €19.99 

Eco £19 M 

Eddie Edwards Ski €1999 

Elite €24.99 

Empire Strikes Back €1999 

Extensor £9.99 

Fire & Forget €24 99 

Flight Sim II €39 99 

Foolbatl Manager II €19.99 

Flintstones €19.99 

Foundation Waste €24.99 

f emandez Musi Die €24 99 

Gunship €2499 

Get Dexter II €19.99 

Gauntlet II €2499 
Gary Lmekers Super Skills €19.99 



€1350 


Gold Runner II 


€1999 


€13.50 


£1950 
€1350 


Garfield 
Hardball 


£19.99 
£2499 


€1350 
€1650 


€1450 


Hollywood Hijinx 


£2999 


£1950 


€1650 


Hollywood Poker 


£14.99 


fl050 


£1050 


Helter Skelter 


£14.99 


£1050 


£1750 


Hot Shot 


€19 99 


€1350 


£1350 


Ikari Warriors 


€14 99 


€1050 


€1350 


Impact 


€14.95 


£1050 


€1600 


Impossible Mission II 


€19.99 


f 16.00 


€1050 


Insanity Fight 


£24.99 


£1650 


€1360 


Inl'l Soccer 


€2499 


£1650 


€1350 


IK* 


€24.99 


£16.50 


£16.50 


IBall 


£9.99 


£750 


€26.50 


Jet 


€39.99 


€2650 


€1650 


Jewels of Darkness 


€19.99 


€1350 


€1350 


Joe Blade II 


€19.99 


€1350 


€1750 
€13 50 
£1650 


Juggler 


€1999 


€1650 
€1350 
€13.50 


Kill dozer 


€1999 


Knight Ore 
Kings Quest Pack 


€1999 


f1650 


€1995 


£1650 


£1600 


Knightmare 


€19.99 


£1350 


€1600 


Leatherneck 


€19.99 


£1350 


€1650 


Leisure Suit Larry 


€1999 


€1350 


€1350 


Lurking Horror 


€29.99 


€1950 


€1650 


Legend of the Sword 


€24.99 


€1650 


€1650 


Machlll 


€1999 


€1350 


£16.00 


Mercenary Compendium 


£2499 


£1650 


£1350 


Mickey Mouse 


€1999 


£1350 


€1950 


Mind Fighter 


€24.99 


£16.60 


€1050 


Mission Genocide 


£999 


£750 


€1350 


Mean 18 


C24.99 


€1750 


€1350 


Maila's Xmas Box 


€14.99 


£1050 


€1350 


Moebius 


€2499 


€1650 


€1360 


Maible Madness 


€1999 


€1450 


£1650 


Mind Forever Voyaging 


€29 99 


€1950 


€1350 


Maniac's Diary 


£2499 


€1650 


£750 


Netherworld 


€1999 


£16.00 


€1650 


Nihgtraider 


£19.99 


£1350 


£26.50 


Northstar 


£19.99 


£1350 


£1350 


Nord&Bert 


€24.99 


£1650 


€1350 


Nigel Mansell'sGP 


€24.99 


€1750 


€1650 


Obliterator 


€24 99 


£1650 


£1650 


Out Run 


€1996 


£16.00 


€1650 


Over Lander 


€19.99 


€1350 


£1350 


Ogre 


€24 99 


€1650 


£1950 


PuffysSaga 


€2499 


€17.50 


€1350 


Powerdrome 


f24 99 


€1750 



Pacmania 

Pandora 

Pawn 

Peter Beardsley 

Phoenix 

Pink Panther 

Platoon 

Power Struggle 

Purple Saturn Day 

Perfect Match 

President is Missing 

Ouadr alien 

Ouestronll 

Ouestion of Sport 

Return to Genesis 

Rampage 

Rolling Thunder 

Roadwar 2000 

Roadrunner 

Revenge II 

Rings of Ziffen 

Rocktord 

Rambolli 

Ranarama 

Roadwar s 

Roadwar Europa 

Shackled 

Side Arms 

Sapieis 

Sky Fox 

Sky Fighter 

Slap Fight 

Space Quest I 

Star Trex 

Scenery Disk No 7 

Scenery Disk No 11 

Scenery DiskEuropoan 

Scenery Disk Japan 

Sidewinder 

Space Harrier 

Spitfire 40 

Starwars 

Starglider II 

Stellar Crusade 

Stir Crazy 

Stos 

Street Fighter 



£1999 


€1350 


Slrip Poker II 


114.99 


£1050 


£19.99 


£1350 


Summer Olympiad 


€19.99 


€1350 


€19.99 


£13.50 


Super Hangon 


£19.99 


£1350 


€19.99 


€1350 


Super Sprint 


£1499 


€1050 


€1999 


€1350 


Space Age 


€19.99 


£1350 


€19.99 


€1350 


Soccer Supremo 


€14.99 


C10JM 


HQ QC 




Staff 


€19.99 


£1350 


€14.99 


€1050 


Sundog 


f14.99 


€1050 


€2499 


£1650 


Star Fleet 


€24.99 


€1750 


€24.99 


€1660 


Sinbad, Throno of falcons 


£24.99 


€1650 


€24.99 


€1660 


Speedball 


€24.99 


£1650 


£24.99 


£16.50 


Superman 


€24.99 


£1650 


€24.99 


£1950 


ST Karate 


I lUiftf 


f te i < . 


€2499 


£1650 


Skrull 


€24 99 


£16.50 


f!9.99 


€13 50 


Tanglewood 


£1999 


£13.50 


€14.99 


€1050 


Tetris 


€1999 


€1350 


€19.99 


€16.00 


Thrust 


£999 


£750 


£24.99 


£1950 


Turbo Cup 


€1999 


€1350 


£24.99 


£1650 


Typhoon 


€1999 


£1350 


€999 


£750 


Thundercats 


€1999 


£1350 


€24.00 


£1650 


Time&Magik 


€1999 


£1350 


€19.99 


€1360 


Trivial Pursuit New Bg 


£1999 


£1350 


€24.99 


£1650 


Trivial Pursuit 


€19.99 


£13.50 


€1999 


€16.00 


Terramex 


€19.99 


£13.50 


€24.99 


£1650 


Terrorpods 


€24.99 


£1660 


€24 99 


£1950 


Transputor 


€2499 


£1650 


€19.99 


£1350 


Thunderblade 


€24 99 


€1950 


£19.99 


£16.00 


Techno Cop 


€24 99 


€1950 


£19.99 


€1350 


Times of Lore 


€2499 


€1650 


£14.99 


£1250 


Ultima III 


€2499 


€1650 


€14.99 


£1050 


Ultima IV 


€24.99 


£16.50 


€19.99 


£13.50 


Uninvited 


£24 99 


f16«0 


€19.99 


€1350 


U.M.S. 


£2499 


£1650 


€19.99 


€1350 


Victory Road 


€24.99 


£1650 


€1999 


€1350 


Virus 


€19.99 


£1350 


€1999 


£1350 


Vampire Empire 


€19.99 


€1350 


€19.99 


£1350 


Vegas Gambler 


€2499 


£16.60 


€19.99 


€1350 


War Games Con Set 


€24.99 


£1650 


€9 99 


€750 


Warlocks Quest 


€19.99 


£13.50 


€1999 


€1360 


Where Time Stood Still 


€19.99 


£13.50 


£2499 


lib SO 


Whirligig 


€1995 


€13.50 


€1999 


£1350 


Winter Olympiad 


€19.99 


€1350 


€24.99 


£1650 


War hawk 


£999 


€750 


€3499 


€2650 


Wizards Crown 


£24.99 


€16.50 


€19.99 


£1360 


Wizards Warz 


€1999 


€1350 


€2999 


£1950 


Wanted 


€1999 


£13.50 


£1999 


£16.00 


Xenon 


€19.99 


£1360 


€14.99 


€1050 


Xevious 


£24.99 


€1650 



UTILITIES 



Adventure Art Studio £6999 


€50 50 


Fast Assembler 


€1995 


£1660 


K Roget 


€49 99 


€3250 


ST Data Manager 


€79.99 


€60.50 


Animator £7995 


€60 50 


First Word Plus 


€7995 


£60 50 


K Word II 


€59 95 


£45 50 


ST Swift Calc 


€7999 


€60 50 


Art Director €4995 


€3250 


Film Director 


€59 95 


€45 50 


KSega 


€49.95 


€3250 


STWordWnter 


€7999 


£60 50 


BackPack €49.99 


€32.50 


Fleet Street Publisher 


€11500 


€95 50 


K Occam 


i 59 w 


€4560 


ST Doctor 


€19.96 


€1650 


Cad 3D V 2.0 • Cybermate 

€89 95 




G F A Artist rf 


€49.95 


€3250 


lalticeC V4 PLEASE RING FOP DETAILS 


ST Replay 


£7999 


£6050 


€6250 


G.F.A. Compiler 


£45.99 


€32 50 


Lisp 


€8995 


€6960 


Superconductor 


£4999 


€32 50 


Cad 3D Fonts & Prtntives €29 95 


£21.60 


G.F.A. Basic Interpreter 


V3 




Macro Assembler 


€24.99 


€17.50 


Superbase Personal 


£99.95 


£7250 


Cad 3D Architectural Design 




€45.95 


€3250 


Maps and Legends 


€29.99 


€21 50 


« Timework«DTP 


£9995 


£7250 


€2995 


£21.50 


G.F.A.Dra1 


£9999 


€72 50 


Modula II Developer 


£149.95 


€110.50 


Timeworks Partner 


€4995 


£3250 


DegasElite €2495 


£17.50 


G.FA.DrallPlus 


€13996 


€115.00 


Modular II Standard 


€98 95 


€7250 


Trimbase 


€8995 


€7050 


Dev-PacVer2.0 €5995 


€4550 


G.F.A. Sheet 


£4599 


€3250 * 


Music Studio 


€2499 


£21 50 


VIPProfesional 


€149 99 


£110.50 


DtgiDrum €24.95 


£1750 


G.F.A. Vector 


£3495 


€2650 


M.C.C. Pascal 


€8999 


£69 50 


Word Perfect 


€228 99 


£17550 


Deluxe Music Construction Set 




Graphic Sheet 


€59.99 


£4550 


Paintworks 


€34 95 


£26 50 


Master Plan 






€69.95 


£5050 


G.S.T.C. Compiler 


€24 95 


f17.50 


Power Basics 


£3999 


£2650 


Turbo ST 


€3995 


£2650 


EasyDrawll €59.95 


£4550 


K Spread II 


£7999 


£60 50 


Publishing Partner 


£159.99 


€11550 


Twist 


€3995 


£26 50 


Easy Draw II Supercharged V 

€99.99 




KOata 


£4999 


£3250 


Sage Accountant 


£171.95 


€150 50 


FTL Modula 7 


£104.45 


£83.50 


£72 50 


K Graph 11 


€4999 


£3250 


Sage Accountant Plus 


£228.85 


£17550 


Wercs 


€29.96 


£21 50 


Easy Draw II General Library 




KMinstral 


€29 95 


£2150 


Sage Bookkeeper 


£1 1399 


€85 50 


Craft ST 


€9999 


€7250 


€2995 


£21.60 






Saved 


€2999 


£2150 


Hisoft Basic 


€4999 


£3260 


Easy Draw II Technical Library 






















£2995 


£2150 





















SPECIAL OFFERS WHILE STOCKS LAST 



Annals of Rome 
Borrowed Time 
Golden Path 
Hacker I 
Hacker II 

Hollywood Hijinx 



£2495 
€29 95 
€24 95 
€2995 
£2995 
£24.95 



€1250 
£12 50 
£17.50 
£1250 
£1250 
£1250 



Hits Disc I 
I Karate 
Las Vegas 
Metrocroas 
Mmdfighter 
Mind Shadow 



£19 95 £12 50 

€19 95 £1250 

€9 99 £6.60 

£1999 £1260 

€2495 £1250 

€2495 £1250 



Moon Mist 
Manhatlen Dealer 
Ofshore Warrior 
Shanghai 
Spell Breaker 
TessTime 



€2999 
€24.95 
€24.95 
€2495 
€2995 
€29 99 



€1250 
€1250 
€1250 
£1260 
£1250 
£1250 



FANTAVISION NOW AVAILABLE 
SUPER SOUND AND ANIMATION PACKAGE JUST IN FROM 
AMERICA SSP £39.99 OUR PRICE ONLY £29.50 



Trinity 

Ull.ru.. II 

WishBringer 
Zorkl 
Zork II 
Zorklll 



€2999 
£24 99 
€29 99 
€29.99 
€2999 
€2999 



£12.50 
€1250 
£12.50 
€1250 
£1250 
£1250 




c 



addy in tow, Gary Penn dons Plus Fours 
and goes for a drive in the country. 




G 



olf is nothing more than 
a good walk spoiled — or 
at least that's what 
Mark Twain once said. 
Obviously he'd never 
played the seaside incarnation... Crazy 
Golf, that firm family favourite in 
which you make your way through a 
miniature course of crazy obstacles — 
like windmills and the like. 

Electronic Arts' interpretation 
allows up to four players to participate 
in a round of nine zany holes. However 
these courses are a little more innova- 
tive than their more traditional crazy 
counterparts. 

ourse Two sees the hole obscured by a bouncing burger! Hitting the 'catsup' bottle 
results in an impressive saucy spurt... 





9 m m hile tapping the fire button 
makes the burger bounce 
higher, allowing you to putt the ball under the 
beef and into the hole. 




nutting the ball is simple enough. 



length and angle determining the strength and 
direction of putt when released. 



lourse Four is one of the most 
innovative, comprising a minia- 
ture pinball table complete with bonus pins 
and flippers. 






The most Impressive 
aspect of Zany Golf is 
the high quality of ex- 
ecution. It's a very styl- 
ish piece of software. 
The graphics have class and nothing 
looks out of place, and the accompany- 
ing tunes are suitable but hardly essen- 
tial. However, despite its aesthetic and 
conceptual qualities. Zany Golf does 
have a serious drawback — a lack of 
courses. The first eight are straightfor- 
ward and playable to boot, but it's only 
the final course that borders on diffi- 
cult due to its more puzzle-solving 
orientated nature. It's a shame that 
there doesn't seem to be adequate 
incentive to come back after complet- 
ing the nine. Zany Golf Is an otherwise 
outstanding product. 



PRICE 

RELEASE DATE 

GRAPHICS 

SOUND 

PLAY ABILITY 

VALUE 



£24.95 
Out Now 
929b 
67% 
81% 
54% 



OVERALL 70% 



OThis visually identical 
version will be accom- 
panied by some more 
solid sound, but this Is 
unlikely to Increase the 
lasting appeal In any way. 



Bad news for anyone 
with a more basic 
machine: Zany Golf 
doesn't support CGA, 
so only EGA-owners 
can appreciate the finer points of the 
impressive 16-colour scenery. 




PRICE 

RELEASE DATE 

GRAPHICS 

SOUND 

PLAYABILITY 

VALUE 



£24.95 
Out Now 
92% 
47% 
81% 
54% 



OVERALL 70% 



PlAlSlSfflNlGlYlOlUlBlYl' 




You are a member of the elite corps selected for your 
courage, ingenuity and special skills to go on the most 
dangerous missions. Parachute behind enemy lines armed 
only with a machine gun and hand grenades. 

Airborne Ranger is a fast-paced action-simulation that 
challenges your strategic skills and reflexes. Control one 
soldier's battle against overwhelming odds. You can run, 
walk or crawl across full-scrolling 3-D terrain using trees, 
bushes and ravines to avoid the enemy or set up an 
ambush. 



Whether rescuing hostages from a terrorist prison or 
infiltrating the headquarters of an enemy unit, every 
mission takes careful planning and pinpoint execution. 
First drop caches of weapons and first aid supplies, 
outmanoeuvre the enemy, then locate the pickup zone in 
order to reach safety. Airborne Ranger is an exciting 
combination of action, danger and suspense. 

Now available for your Atari ST at £24.95 and Amstrad at 
f 14.95 cassette, £19.95 disk. Also available for Cor. imodore 
64 £14.95 cassette, £19.95 disk. Spectrum £9.95 and 
Spectrum +3 £14.95. 




PROSE 



SIMULATION • SOFTWARE 



MicroProse, 2 Market Place, Tetbury, Glos. GL88DA. Telephone: 0666 54326 




American Ice Hockey 



* 
* 



Action. Play centre or goalie and skate your team to victory. 
Strategy. Coach the team and act as 
general manager. 

Choice. One and two player options. 
Play against the computer or another 
opponent, or play two against the computer. 

Excitement. Exciting graphics and animation. 
Full player movement for up to 1 2 players on 
the screen. 

Realism. Compete in a hockey 
league featuring players of 
varying abilities and ages. 




American 
Club Sports 

* 6 complete games. 

* Realistic sound effects 
and colour graphics, 

it A variety of menu 
settings, including skill 
levels from beginner to 
expert. 

* Highest score tables 
that keep track of the 
top players in each 
game. 

* One and two player 
options. 



American 
Indoor Soccer 

* Be the player. Headers, 
bicycle kicks, passes, dribbling, injuries - 
all the fast-paced action of indoor soccer 

* Be the coach. Pick the team, make the 
substitutions and decide tactics. 

* Be the general manager. Buy and sell 
players. Can you build a team to top the 
indoor soccer league. 



Realistic graphics and animation. Up to 

1 2 players at a time on the pitch. 

Play alone or with a friend. Play against 
the computer or another opponent, or play 
two against the computer. 



For further information on 
Mindscape Products and your local 
dealer contact 



M 




MiNDSCAPt 



I N . D 



Mindscape International Limited 
PO Box 1019, Lewes, East Sussex 
BN84DW 



Untouchable For Quality software 





Prison 



T 



man. 



he Chrysalis debut is set to lock you up 
and throw away the key f but Gary 
Whitta is not a number... he is a free 



3: A 





Prison's penal colony is built up 
from 270 Hick screens, split over 
three separately-loaded levels. Finding the 
eight spacecraft parts isn't easy, as several sub- 
tasks and mini-problems are there to be solved 
before the location of each section is revealed. 



Anyone who's seen John 
Carpenter's Escape 
From New York will In- 
stantly recognise the 
similarity beteen that 
and Prison, the first game to appear on 
the Chrysalis label. Accused of a crime 
you didn't commit, you've been 
banished to a faraway alien planet 
recently devastated by atomic war, 
now used as a penitentiary for social 
outcasts. 

However, an escape idea forms 
when you hear a rumour that a shuttle 
craft exists somewhere on the planet, 
scattered into eight pieces. If the 
pieces could be found and assembled... 




M 



luch of the game's control and 
interaction is performed via the 
intricate information and status display panel. 
As well as displaying the player's lives and 
energy, it shows the objects being carried (up 
to two at a time), the parts of the rocket ship 
that have been found, and a menu-driven 
control screen which allows abjects to be 
picked up. dropped and used as well as interac- 
tion with other characters and the execution of 
specific commands. 




he first challenge is to find two objects, a security access key which allows the player access to the main city complex and a wristwatch, 
an invaluable aid. as although there is no time limit to the game, the player often has to be at certain places at the right time to meet 
informants and contacts. 



- 






lien creatures mutated by the 
katomic war pose a constant 
threat, and when they appear there's no 
alternative but to slug it out with them. A 
hidden laser gun is useful here - especially as 
the alien gangs have claimed the rocket parts 
as their own and won't give them up without a 
fight. 

'inding the stooge is the first step 
to escaping. This hairy dwarf-like 
creature has some vital items and information 
that can be traded for whatever you're car- 
rying at the time (provided he wants it!) If you 
have nothing to trade, he can be threatened - 
but be warned, he doesn't frighten easily. 




Prison is certainly an 
excellent arcade adven- 
ture — perhaps the best 
of its type. There have 
been many attempts at 
this genre before, but this one shows 
how well it can work when executed 
properly. The problems and puzzles are 
well-structured and logical, and arent 
overly difficult: you can't get into the 
nightclub until you've got the tie. be- 
fore you can board the train to the next 
level you'll need to visit the ticket 
machine and so on. Unlike many games 
of this type, there's always something 
to do. and so you won't have to walk 
around the streets for hours on end 
looking for clues. The well-varied back- 
ground graphics also help to keep you 
interested, and the sprites are well- 
defined and animated, particularly the 
main character. Prison serves as an 
excellent introduction to arcade adven- 
tures, and the complex puzzles and 
various sub-games should keep you 
occupied for some time to come. 



PRICE 

RELEASE DATE 

GRAPHICS 

SOUND 

PLAYABILITY 

VALUE 



£19.99 
March 
75% 
75% 
81% 
78% 



OVERALL 80% 



nice graphic touch is the way 
that, as time passes, the display 
dims and brightens to Indicate night, dawn, 
dusk and so on. As it gets darker it becomes 
more difficult to see, and therefore easier to 
miss vital clues and items. 




bjects are found by using the 
'search' option from the control 
menu. A small light on the status display 
flashes when you enter a room to indicate an 
object is present, and with careful searching it 
is revealed. 




OThe gameplay and feel 
are both identical to the 
ST version, but the 
addition of full-colour 
graphics throughout 
add an extra element of polish to the 
presentation. 



PRICE 

RELEASE DATE 

GRARHICS 

SOUND 

PLAYABILITY 

VALUE 



£19.99 
March 
78% 
73% 
81% 
78% 



OVERALL 81% 



^^■k Although 

^^^^^V IBM-compatible version 
^ ^ m the 

■ work has only just be- 
gun. The finished product should sup- 
port both EGA and CGA graphics mod- 



"THE BIGGEST GA/VIE EVER" ga/vues 



MACHINE 




"The most impressive looking 
backgrounds, action areas and 
character sprites that have been 
created for home screens. " 
"Hauntingly realistic..." 

Amiga User International. 

"Animation, authentic sword 
fights, beautiful digitised speech, 
an original sound track, the feel of 
a professional and successful 
stage production." 
ST User.' 



An epic arcade and adventure game. Strategy, 
. sword fights and space shoot 'em-ups all 
feature in this unique fantasy of pirates and 
princesses, a far-away universe and a quest for 
the mysterious KRISTAL of Konos. 
The KRISTAL is the first of its kind... 
"An experience once played 
never forgotten/' 

"£29.95 AND WELL WORTH IT TOO" 

GAMES MACHINE 




"The biggest game ever... 
exquisite backdrops." 

dmes Machine. 

"An epic game with a style and 
content not yet matched in 
breadth of vision and 
development. " "Mind blowing. " 

PKivtiw C & VC 
"Complex game play, stunning 
graphics, nice sound and sense of 
humour. What more could you 

wish fort" Computer Games Week. 





Combat 

Pilot 



A pilot's career begins in the de- 
briefing room. From here data 
can be saved and loaded, a demonstration 
program can be run and information on the 
planes and weaponry accessed. 




Iission targets are chosen at ran- 
dom from a range of 1 ,500. The 
flight path is decided by selecting 'waypoints' 
(taking note of positions of enemy radar bases 
and so on). The level of visibility, time of day, 
cloud height and other variables can also be 
changed to suit. 



■here are three types of MiG and 
more than 12 different weapons 
to get to grips with, with detailed information 
on all of them available from these blueprints. 
Should you need to know the estimated top 
speed of the MtG-3 1 or the loading capacity of a 
Durnadal anti-runway bomb, here's where you 
find out. 





s 



imulation expert Digital Integra- 
tion looks set to give Spectrum 
Holobyte and SubLogic a run for their 
money with its very first 1 6-bit effort. 
Gary Whitta grabs his joystick and 
heads for the fast-filling air corridors. 



Along with Falcon, F-16 
Combat Pilot is, reputed- 
ly one of the first real 
flight simulations to 
appear on 16-bit. EA's 
Interceptor doesn't really count, as the 
controls and instruments are whittled 
down to almost coin-op level, and 
other efforts such as Gunship and 
Super Huey just don't make the grade 



due to weak gameplay and lack of 
technical accuracy. 

F-16 Combat Pilot is a simulation of 
General Dynamic's multi-million dollar, 
multi-role F16 Fighting Falcon. Rather 
than revolving around the plane itself, 
however, F-16 Combat Pilot follows 
the career of the pilot brom the rawest 
Rookie all the way up to 'ace of the 





'he missions are split into five different roles: Scramble (air-to-air interception), 
Hammerblow (offensive counter-air operations), Deepstrike (interdictor strike), 
Tan km aster (battlefield close air support) and Watertower (reconnaissance). In addition there is a 
Gladiator mode that allows two players to fight it out head-to-head via serial lead. The centre 
graphic represents Operation Conquest, a complete military campaign that doubles as a mini-war 
game with you in command of a squadron of F-I6s. 



The cockpit dffers all the features 
of the real thing. This includes 
the Impressive multifunction display system 
that allows the radar display, mobile map, 
armaments selection screen and all other 
functions to be displayed in any configuration. 
The Head-up display features targetting aids 
for the various on-board weaponry, and the 
incredible BVR (beyond visual range) target- 
ting system. 



ight-flying adds an extra dimen- 
sion to the gameplay. Only the 
area illuminated by the HUD is visible, enabled 
by the LANTIRN pod, and all scenery and 
landscape is depicted in atmospheric shades of 
infra-red and green. 





a 



An unfortunate MiG has found itself slap in the middle of your sights. An AMRAAN 
long-range missile has been targetted and locked on, and the heat from the MIGs 



exhaust should ensure that it can't miss. 




fs well as the customary MiGs, 
iyou'11 Inevitably come Into con- 
tact with enemy tank patrols and even a 
couple of helicopter gunships. 




REVIEW 





hree extra views are provided to 
complement the HUD: Left, 
Right and Rear, In a similar fashion to Falcon a 
nice graphic touch is the pilot's hands, but this 
time round they've been animated and corres- 
pond on-screen with your control movements. 



CO 



If it's technical accuracy 
that you look for In a 
simulation, you'll be 
hard pushed to fault F- 
16 Combat Pilot. Every 
aspect, from the beautifully written 
and presented 1 0S-page flight manual, 
to the fighter's comprehensive turn - 
tions and realistic performance proves 
that it's been designed and written by 
people who really know what they're 
talking about (General Dynamics' chief 
F-16 test pilot Kevin Dwyers and for- 
mer RAF pilot Bill Gunstar both helped 
in the design of the game). Aesthetlcal- 
ly it's not quite as appealing as Falcon, 
but the almd'st infinitesimal number of 
missions combined with such extra 
elements as tanks, night-flying and the 
LANTIRN targetting system more than 
make up for this. 



PRICE 

RELEASE DATE 
GRAPHICS 
SOUND 
PLAYABILITY 



£24.95 
Out Now 
89% 
78% 
81% 



VALUE 82% 

OVERALL 89% 




^^^^L The CGA version Is very 

I T fast, and although the 

definition the 
^^^■^^ graphics leaves a bit to 

^^^^ be desired, the overall 
impression is exhillrating and game- 
play Is Identical to the ST. An EGA 
version (which looks exactly the same 
as the ST), will be released next month. 



PRICE 

RELEASE DATE 

GRAPHICS 

SOUND 

PLAYABILITY 

VALUE 



£24.95 
Out Now 
84% 
76% 
81% 
82% 



OVERALL 89% 



OThe Amiga version will 
be released next month 
at a price of £24.95. It s 
expected to differ only 
slightly from the ST and 
PC EGA versions. 





THE SHAPE OF SIMS TO COME 

F-16 Combat Pilot is Digital Integra- 
tion's first 1 6-bit project but it certainly 
won't be its last. The next scheduled 
release Is the 1 6-bit conversion of its 
last 8-bit hit. Advanced Tactical Fighter 
(ATF), a simulation of the fabled F-19 
Stealth Fighter with an arcade flavour. 
Following on in October will be a sequel 
to the 5peedway game FT Racer and, 
perhaps the most interesting of all, an 
as-yet untitled simulation based 
around the awesome Hughes AU-54A 
Apache helicopter gunship (Dl will be 
using and improving on many of the 
ideas pioneered in its 6-bit Apache 
simulator Tomahawk for this one). 
After that, who knows? 




Fitting a LANTIRN pod at the 
weaponry stage makes air-to- 
ground bombing a hell of a lot easier. The 
LANTIRN (Low Altitude Navigation & Target- 
ting Infra-Red for Night) seeks out targets that 
are beyond visual range, acquires them and 
feeds their location into the air-to-ground 
missiles' computers. Then all the pilot has to 
do is pull the trigger, so an entire enemy base 
can be wiped out without even passing over it! 



M 



cet the ground crew. From left 
I to right: Tony West (Graphic 
design), Colin Boswcll (ST Programming), Paul 
Hartgrave (ST/PC menu systems), Dave Mar- 
shall (concept and design), Marcus Goodey (PC 
Programming), Rod Swift (ST support) and 
Kevin Bezant (PC support). What a team! 
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Cjrtjnui GaUtip^ 


17 95 
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Gary Ltnekeis Hoi Snot 1435 

GuraiiiaWa' 1325 

Guns'* '845 

,<i-v s-..'i." >' 20 
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ing^JsBack 14 95 

mternaienai Karate ■ 14 35 

Jot 2695 

JoanotArc 14 35 

Kennedy Approach 1 6 45 

...«....***#**********»•••-•••--•-«•••••»••••••*-•............ 

* FAST DELIVERY ON ALL STOCK ITEMS BY 1ST CLASS MAIL IN UK * 

* SPECIAL OVERSEAS SERVICE BY AIR MAIL WORLDWIDE * 

* NORTH, SCOTLAND CREDIT CARD ORDERS ACCEPTED BY PHONE OR MAIL SOUTH MIDLANDS * 

* N. IRELAND, OVERSEAS CREDIT CARD ORDER TELEPHONE LINES WALES * 
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Please make cheques or postal orders payable to 

WORLDWIDE SOFTWARE. 

All prices include postage & packing in UK. Overseas please add £1.50 per cass disk lor AIR MAIL delivery- Credit card orders accepled by phone or mail. 

Galashiels: (0896) 57004 (24 hours) Noltingham: (0602) 480779 (24 hours) 

ADVERTISED PRICES ARE FOR MAIL AND TELEPHONE ORDERS 



FAST DISPATCH 

(subject to availability) 




ALL ORDERS SENT 
BY FIRST 
CLASS POST 



ATARI ST 



5 Sta^ Compilation 

AdvRugbySim 

Afterburner 

Action Service 

Baal 

Batman 

Itarbarlanll 

Captain Blood 

Carrier Command 

Chrono Quest 

ChuLyfgg 

Corruption 

OuyCarsll 

O.T. Olympic Challenge. . . 

Double Dragon 

DragonNinja 

Driller 

Dungeon Master 

ENle 

Eliminator 

Falcon 

ElbCombal hlol.,... ., 

leileralHin I ice liaclers ... 

Fbhl 

FiyintrShark 

I ootball Director 2 

Football Manager 2 

Galactic Conn ue re i 

Hellbent 

Heltersteller , 

Heroes of I ance 

Hostages 
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IncrShrlnkihgSphere 

Ingnd'vBacIc 

Kennedy Approach , 

loan ul Arc 

lancelot 

Leaderboard Birdie 

Leituresuillarryll 

live Met Die 



ATARI ST 



.24.95 1S.S0 lombardRAC Rally 24.95 15.50 

..19.99 12.50 Manhatlen Dealer 19.99 12.50 

.19 99 13.5* Manhunler 29.99 20.25 

. I9.9S 12.50 Menace 19.95 12.50 

.19.95 12.50 MiniColl 19.95 12.50 

.19.95 12.50 MototbikeMadnest 14.99 9.50 

.19.99 u Mi Motor Massacre 19.99 15.35 

24.95 15.50 Munsteis 19.99 12.50 

.24.95 ISJi Nebulu* 19.99 15.35 

.29.95 11.50 OflShoreWarrior 19.95 12.50 

.19.95 12.50 OperatmnWoll 19.95 12.50 

.24.95 15.50 Outrun 19.95 15.35 

.19 99 12.50 PacMania 19.95 12.50 

.19.95 12.50 Pres ( denlis Missing 24.95 15.15 

.19.99 12.50 PuipleSaturnDay 24 99 15.50 

.19.95 12.50 Quest ion of Sport 19 99 12.50 

.24.95 15.50 kambo3 19.95 12.50 

.24.95 15.50 R-Type 19.95 13.50 

.24.95 14.50 Relurnof thejedi 19.95 12.50 

.19.99 1S.35 SDI 19.99 13.50 

.24.99 15.50 Sidewinder 9.99 6.40 

.24.95 15.50 Soldier of light 19.99 12.50 

.29.99 22.SS Speedhall 24.99 15.50 

.24.95 15.50 Spillinglmage 19.95 12.50 

I'i'l. 12.50 S|.irk.iv 19.95 12.50 

.19.99 12.50 Slarglider2 24.95 14.90 

. 19.99 12.50 STOS 29.95 19.90 

.19.99 12.50 SuperHangOn 19.99 13.S0 

. 19.95 i J Superman 24.95 1S.S0 

.14.99 9.50 TeenageQueen 19.95 12.50 

.24.99 19,15 Thunder blade 19 99 15.35 

24.95 1S3t Timesollore 24 15.50 

.19.99 13.50 Traclsuil Manager 19 99 12.50 

.19.99 13.50 TnadVol 1 29 99 18.50 

.19.95 12.50 TurboCup 19 99 13,50 

.24.95 15.50 UllimateGoll 19 99 15.35 

.19 99 12.50 V.ctoryKoad 19.95 12.50 

.19.95 12.50 Virus 19.95 12.50 

.19 99 1SJ5 WarinMiddlelarth 24.99 15.50 

.29 99 20.25 Whe.elimeStoodStill 19.95 12.50 

19.99 12.50 Whirligig 19.95 12.50 



AMIGA 



J rt 19.99 15.35 

Action Service 19.99 12.50 

Advanced Ski Sim 19.99 12.50 

Baal 19.95 12.50 

Batman 24.95 15.50 

CalilormaCamcs 19.99 15.95 

Captain Blood 24.95 15.50 

( aptain Fizz 14.95 9.50 

C arrier Command 24 'J"> 15.50 

ChronnQuest 29.95 18.50 

ChuckyEgg 19.95 12.50 

Corruption 24.95 15.50 

Crystal Hammer 14.99 9.S0 

n.T.OIympic Challenge 24.95 15.50 

' Douhle Dragon 19.99 12.50 

Dragon Ninia 24.99 15.50 

Driller 24.95 15.50 

Dungeon Master ( I meg) . ..24.99 15.90 

Elite 24.95 15.50 

Iscaliber 14.99 9.90 

Fak on . . 29 99 18.50 

»i*h! 24.95 15.50 

Fnothalinireclnr I ' 19.99 12.50 

Football Manager 2 19.99 12.50 

Helter Skelter 14.95 9.50 

Heroes ol lame 24.99 19.15 

Hostages 24.95 15.50 

IK* 24.99 1S.90 

Incr Shrinking Spheie .24.99 10.50 

International Soccer 19.95 12.50 

loanol An 24.99 19.15 

Kennedy Approach 24.95 15.50 

lancelot 19.9*i 12.50 

leadeihoatd Birdie 24.99 19.15 

live* lei Die 24.99 15.50 

lombardRAC Rally 24 95 15.50 

Manlullen Dealer 24 99 15.50 

Menace 19.95 12.50 

Nehulu* W.99 15.35 

Operation Wolf 24.95 15.50 

Oul'un 13.50 



AMIGA 



KKP OUR 1 AMIGA 



RRP OUR 



To order send the form with Cheque/Postal order payable to Best Byte '. Mail order only. 
Overseas order add £1.50 per item, outside Europe add £3.00 per item. 

BEST BYTE (DEPT ONE15), 2 QUARRY GARDENS, TONBRIDGE, KENT TN9 2SG 



Pac Mama 

Pioneer Plague 

Purple Saturn Day 

Return ol the |edi 

Rocket Ranger 

Rootf Robbn 

R-iype 

ShiK>l 'em up C ons Kit ... . 

Speedball 

Spillinglmage 

siarglider II 

supeiman 

sword ot Sodan 

leenage ( Jueen 

The Munsters 

Ihundeihlade 

limes of lore 

I had Vol 1 



.19 95 12.50 
.24.95 15.50 
.24.95 15.50 
.19.99 12.50 
.29.99 18.50 
.24.99 16.90 
.24.99 16-90 
24.99 15.90 
.24.99 15.50 
.19.95 12.50 
.24.95 15.50 
.24.95 15.50 
.29 ft 15.50 
.19.95 12.50 
.19.99 12.50 
.24.99 19.15 
t. 15410 



lurhoCup 

TV Spoils! ool ball 

U.M.S 

Victory Road 

Viru* 

Workbench^. 3 

WorldClassleadeitioard 



19.99 12.50 

29.99 18.50 

24.95 15.50 

24.95 15.50 

19.95 12.50 

14.99 14.99 
19,99 IS. 35 



.29 94 



3.5" DSDD 
DISKS 
UNBRANDED 
135 

f OR 
TEN 



J Customer No (if known) 



J Name 
i 




Add f ess 



• Paymeni(ptea»©!i<k)DPostalOrdCT 
j Computer 



Dchequt 



ITEM 


AMOUNT 






















ONI MAR TOTAL 


I 



A \M 1/^ A iAITMN ln:n;vi)t:K 1IIKKL TKENAGE ATADI CT CAPTAIN TKIIWiE 

/\J*IlVJ/\ BLOOD OFTIIK mimic, is QL'EEM BLOOD OIDS ELIMINATOR OLE EN 

CROWN 



Z 

o 



M -raK BURNER 

BAAL 

BATMAN 

BATH KHI SS 

CAPTAIN FIZZ 

CRAZY CARS 2 

DRAGON'S LAIR (I MEG) 

DUNGEON MASTER (1 MLG) 

ELITE 

ELIMINATOR 

Fl6FAirON 

IVD OF FREJ; TRADERS 

FI5HI 

FOOTBALL MANAGER 2 
MtEEDOM 

GALDREGON'5 DOMAIN 

IIEKOESOF-niKIANCE 

IIOSTAGHS 

HYBMS 

JOAN OF ARC 

(CRYSTAL 

LOMBARD RAC RAI4.Y 
MENACE 



RRP 
49.94 
44.90 
49.90 
49.90 
39.90 
49.94 
69.90 
49.94 
49.90 
44.94 
54 94 
54.90 
49 90 
44.90 
44.90 
44.90 
49.94 
49.90 
51.90 
49.94 
54.94 
49.90 
44.90 
±L2il 



S^ M v SS 

R-TYPlv 49.94 

KOBOCOP 49.90 

ROCKET RANGER 54.94 

SPEEDRA14. 49.94 

STARGLIDER 2 49.90 

SUPER HANG ON 49.94 

SWORD OF SOD AN 49.94 

TV SPORTS FOOTBALL 54.94 
UNTVl-RSALMILSIMULATOR 49.90 

WI-CLEMANS 49.90 



SRP 
24 98 
20.96 
21.46 
24.96 
1846 
22.48 
34.96 
23.48 
22.46 
15.98 
24.98 
27.98 
2246 
19.96 
19.96 
19.96 
24.98 
22.46 
24.96 
24.98 
24.98 
2246 
20.96 



24.98 
23.46 
25.98 
23.48 
2246 
24.98 
22.9ft 
24 98 
2246 
23.96 



54.94 
49.90 
54.90 
54.90 
44.90 
54.94 
74.90 
54.94 
54.90 
49-94 
59.94 
59.90 
54.90 
49.90 
49.90 
49.90 
54.94 
54.90 
56.90 
54.94 
59.94 
54.90 
49.90 



54.90 
54.94 
54.90 
59.94 
54.94 
MM 
54.94 
54.94 
59.94 
54.90 
54.90 



SRP 
24.94 
20.92 
23 4 2 
24.92 
18.42 
2244 
34.92 
23.44 
22-42 
15.94 
24.94 
27.94 
2242 
19.92 
19.92 
19.92 
24.94 
2142 
24.92 
24.94 
24.94 
2242 
20.92 

v/.n 



2242 
24.94 
2342 
25.94 
23.44 
2242 
24.94 
22.98 
24.94 
2242 
23.92 



RRP 
54.98 
49.94 
54.94 
54.94 
44.94 
54.98 
74.94 
54.98 
54.94 
49.98 
59.98 
59.94 
54.94 
49.94 
49.94 
49.94 
54.98 
54.94 
56.94 
54.98 
59.98 
54.94 
49.94 



SRP 
25.98 
21.96 
24.46 
25.96 
29.46 
? I JN 
35.96 
24.48 
23.46 
16.98 
25.98 
28.98 
23.46 
20.96 
20.96 
20.96 
25.98 
23.46 
25.96 
25.98 
25.98 
23.46 
21.96 



RRP 
44.98 
1V.94 
44.94 
44.94 
34.94 
44.98 
64.94 
44.98 
44.94 
39.98 
49.9C 
49.94 
44.94 
39-94 
39.94 
39.94 
44.98 
44.94 
4694 
44.98 
49.98 
44.94 
39.94 



54 94 
V. 98 
54.94 

59.98 
54.98 
54.94 
54.98 
54.98 
59.98 
54.94 
54.94 



25.4 

24.46 

26 98 

24.48 

23.46 

25.98 

23.98 

25.98 

23.46 

24.96 



44.98 
44.94 
49.98 
44.98 
44 94 
4498 
44.98 
49.98 
44.94 
44.94 



SRP 
24 % 
20.96 

23 46 
24.96 
1846 
2248 
34.96 
23.48 
2246 
15.98 
24.98 
27.98 
2246 
19.96 
19.96 
19.96 
24.98 
2246 
24.961 
24.98 
24.98 
2246 
2096 

3£ 

24 98 

23.46 
25.98 
2348 
2246 
24.98 
2298 
24.98 
7246 
23 96 



s 

5 



RRP SRP RRP SRP RRP SRP RRP 

BAAL 4490 20.96 39.94 1956 39.94 19.96 39.94 

BATMAN 44.90 20.96 39.94 19.96 39.94 1 9.96 39.94 

CAPTAIN FIZZ 39.90 18.46 34.94 17.46 34.94 17.46 34.94 

COLLOSUSaO'SSX 49.94 23.98 44.98 22.98 44.98 2298 44.98 

CRAZY CARS 2 44.94 19.98 39.98 18.98 39.98 18.98 39.98 

DUNGIiON MASTER 49.94 22.48 44.98 2148 44.98 2148 44.96 

EI4TF. 4990 22.46 44.94 2146 44.94 2146 44.94 

F- 16 COMBAT PILOT 49.90 23.96 44.94 22.96 44.94 2296 44.94 

F16FA1XX>N 49.94 2248 44.98 2148 44.98 2148 44.98 

FED OF FREE TRADERS 54.90 27.98 49.94 26.98 49.94 26.98 49.94 

FISH! 49.90 22.46 44.94 2146 44.94 21.46 44.94 

PLKRIT SIMULATOR 2 64.94 33.98 59.98 3298 59.98 3298 59.98 

FOOTBALL MANAGER 2 44.90 19.96 39.94 18 96 39.94 18 96 39 94 

FREEDOM 44.90 19.96 39.94 18.96 39.94 18.96 39.94 

GALDREGON-S DOMAIN 44.90 19.96 39.94 18.96 39.94 18.96 39.94 

HEROES OF TUP. LANCE 49.94 24.98 44.98 23.98 44.98 23.98 44.98 

HOSTAGES 49.90 2246 44JH 2146 44.94 2146 44.94 

JOAN OP ARC 44.94 21.98 39.98 20.98 39.98 20.98 39.98 

KRYSTAL 54.94 24.98 49.98 23.98 49.98 23.98 49.98 

LANCEIXTT 44.90 19.96 39.94 18.96 39.94 18.96 3994 

LOMBARD RAC RAI-LY 49 90 2246 44.94 2146 44.94 21.46 44.94 

OPERATKW WOLF 44.90 20.96 39.94 19.96 39.94 19.96 39.94 

PACMANIA 44.90 19.96 39.94 18.96 39.94 18.96 39.94 

POWERDROME 49.90 24.96 44.94 23.96 44.94 23.96 44 94 

PURPLE SATURN DAY 49 90 22.46 44.94 2146 44.94 2146 44.94 

R-TYPB 4494 21.98 39.98 20.98 3998 20.98 39.98 

ROBOCOP 44.90 20.96 39.94 19.96 39.94 19.96 39.94 

SPRfiDAALL 49.94 23.48 44.98 22.48 44.98 2248 44.98 

STARGLIDER 2 49 90 22.46 44.94 21.46 44.94 21.46 44.94 

STOS GAMES CREATOR 54.90 25.96 49.94 24.96 49.94 24.96 49.94 

THUNDER BLADE 44 94 21.98 39.98 20.98 39.98 20.98 39.98 

TRACK SUIT MANAGER 44 94 20.98 39.98 19.98 39.98 19.98 39.98 

ULTIMA IV 49 90 24.96 44.94 23.96 44.94 23.96 44.94 

UNIVERSAL MILSIMULATOR 49.90 22.46 44.94 2146 44.94 21.46 44.94 

'.Mi l l- mass 44.90 20.96 39.94 19.96 39.94 19.96 39.94 



SKI' 
2096 
20.96 
18.46 
23.98 
19.98 
:> ■ .in 
2246 
23.96 
2248 
27.98 
2246 
33.98 
19.96 
19.96 
19.96 
24.98 
2246 
21.98 
24.98 
19.96 
2246 
20.96 
19.96 
24.96 
2246 
21.98 
20.96 
23.48 
2246 
25.96 
21.98 
20.98 
24.96 
2246 
20.96 



SPECIAL RESERVE - THE CLUB THAT OFFERS YOLJ TWO 




Pick a pair of game*. One from ihc list down ihe Icfl side and one from ihc selection across ihc lop. RRI's are ihe combined retail prices. SRPs are our loul prices for both games 
including posl and packing. Pacmania and Teenage Queen are highhghed as an example, our price is 19.96 for the two. We only sell to members of Special Reserve. If you are not 
already a member please add the £4.00 membership fee. Please note thai we add a 50p surcharge per game for orders placed by telephone. We sell almost all games individually at 
truly ama/ing prices. For full details please send a stamped addressed envelope or telephone on 0279 600204. All games individually boxed and new. Membership enuUes you to: 
Bi-monlhly 12-page Buyers Guide, folder & membership card Best games at best prices (over 700 products) All games despatched Individually by first class post 

Sales hotline open 7 days each week and weekday evenings No commitment - you don't have to buy anything Instant refunds for delayed products (on request) 



NAME 

ADDRESS 



MEMBERSHIP 

GAME 

GAME 



i 



COMPUTER 



TOTAL 



POST CODE 



£4 . 00 Cheque. P.O.. Access, Visa or Amcx to: 

SPECIAL RESERVE 
P.O. BOX 847 
HARLOW 
CM219PH one di 

Give expiry date if paying by credit card. 
Spcaal Rucrve la a department i»I InVr- Mediate* Ltd 
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ARE YOU 



LOST AND 
FRUSTRATED? 

AS A DEVELOPMENT 
HOUSE WE ARE 
LOOKING FOR: 

COMMERCIAL AND 
SUB COMMERCIAL 
STANDARD: * 

I ) PROGRAMMERS 
- ) GRAPHIC ARTISTS 
3 > Ml SICIANS 

i) I RGENTLY NEEDED AMIGA PROGRAMMERS TO WORK ON 
EXICITING PROJECT, NOW 

HAVE YOi: FINISHED OR NEAR FINISHED GAMES? 
NEED FINANCE? 
Write or telephone in strictest confidence: 
Stuart Kohh 



DEVELOPMENTS 

15 Hit i»m Street, Exmouttl 
Devon F.X8 2KI 
Tel: (0395) 276550 
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IMPORTANT 

The price of 

DRAGONSCAPE 

from SOFTWARE HORIZONS is 

£19.95 

and not £14.95 as was stated in the advertisement which 
appeared in our last issue. 

* * * 




Further details are available from 
SOFTWARE HORIZONS on 01-348 4577 



IB ! i 



ST HI-FI! 



Yes, it's here, Ihe accessory you have been wailing lor. The ST Hi-Fi cable 
allows you to conned your ST to your Hi-Fi or stereo system lor mind blowing 

sound. 
II only costs 
£7.50 POST FREE! 

Why not order yours now? 

To order, send cheque or postal order to: 
ROBSON ELECTRONICS, Dept ONE. Newcastle House, Rowlands 
QUI, Tyne and Wear, NE39 2BL 

TELEPHONE: (0307) 513053 (10-5, Mon-Fri) 

NOTE: This product is not suitable if you use a monitor with your ST. Please 
write lor details and price ol a suitable cable. 



_ 





REVEW 



Brian Nesbitt 
shoots to thrill in 
Rainbow Arts* clone 
of a clone of a clone. 



15 f 



Denaris began life as a 
progressive scrolling 
shoot 'em up called 
Katakis. However, just 
as US Gold was about to 
release it, a major problem set in. This 
problem was Activision's big cheese. 
Rod Cousens. Rod believed that the 
game was too derivative of his own 
company's officially licensed conver- 
sions of R-Type - and, sensibly. US 
Gold agreed. 

Refusing to abandon such a high 
quality product however, Rainbow 
Arts took its original game back and 
modified it to avoid any breach of 
copyright. This work is now complete 
and Katakis has re-surfaced as De- 
naris - although at first sight the 
modifications seem mostly cosmetic... 

Further harassment comes from 
jet-packing droids and bolts of 
electricity fired from ceiling-mounted power 
points. Awaiting you at the end of the level is a 
sizely mothership just begging to be liquidated. 




0~m 



•he essential multi-plane scrolling starfield serves a backdrop to thr opening scone, 
and following the initial fleet of aliens comes your first add-on token. Pick it up and a 
globe glides across the screen to dock onto the front of your ship. This handy little gadget shields 
you from head-on encounters with aliens and missiles. 







00 







second token makes an appear- 
ance soon enough, this time 
equipping the fighter with duel reflective las- 
ers. These are a great help when you come 
across '-the small breaks in the tunnel walls, 
used as ambush points by almost limitless 
numbers of turbo-charged aliens. 



V V y 




... 





s the aliens get bigger and more 
Lnumerous, so the available 
weapon upgrades become more powerful. 
Scatter-shots, homing missiles and the ability 
to store up power for a single mega-bolt of 
laser fire go some way to compensating for the 
added threat of showers of steel sheets and 
attacks from armies of tough-skinned globules. 





O Rainbow Arts has done 
the Amiga proud, pro- 
ducing exactly what 
alien tappers have been 
waiting for. With all due 
respect to ST owners, it's great to see 
for once that there's more to this game 
than an Atari port plus samples. The 
sprites shift around the screen at a fair 
whack without a hint of a glitch, while 
your ship has a satlsfylngly solid look 
with Its subtle banking as It weaves 
around the defences. Swarms of aliens 
and their spectacular explosions give 
the game a very arcade like look and 
feel. Sound has also been well-used, 
with loads of powerful laser-fire and 
rumbling destruction effects bursting 
from the speakers. The going Is tough,, 
but a generous stock of lives makes 
the going easier. On the minus side, the 
lack of restart positions on each level, 
means that death can be a little intru- 
sive too. but thankfully there's no disk 
swapping once you've booted. Denarls 
is one of the most slick and professio- 
nally programmed games yet seen on 
the Amiga. It's got addictive gameplay, 
brilliant sonlcs and beautiful graphics... 
what more could you ask for? 



PRICE 

RELEASE DATE 

GRAPHICS 

SOUND 

PLAYApiLITY 

VALUE 



£19.95 
Out now 
82% 
84% 
87% 
80% 



OVERALL 86% 



There are no plans at 
present for an Atari 
version, mainly because 
of the machine's scroll- 
ing difficulties. Howev- 
er, the emergence of Steve Bak's super- 
speedy scroll routines (as seen In Re- 
turn To Genesis and StarRay). means 
that this situation could still change in 
the not-too-distant future. 





- sin levels ol thrilling toln-op action brought to lile on your home mkro. You'll need all the nerve and 
stamina you can muster to complete the mission which leads through steaming Jungles and enemy — 
strongholds. Fast and accurate shootinq skills are a must I you are to liberate the prisoners and 
secure a sale getaway. 

All the original arcade play features - magazine reloads, energy bottles, hidden supplies, rocket 
grenades and more . . . much more! 

"Not only has all the action and gameplay been captured, but so 

has the excitement, making it one of the most satisfying and 

compulsive shoot-em-ups to have appeared in a long time" ACE 

Ocean Software Limited ■ 6 Central Street ■ Manchester ■ M2 5NS ■ Telephone 061 832 6633 



SPECTRUM 

£8.95 

COMMODORE 

£9.95 

AMSTRAD 



Telex 669977 OCEANS G 



CO 



TheCames: 



Edition 



T 



he Games series has covered at 
least 40 separate events so far. 
Tracey Snell looks at the latest pack- 
age and asks: is there anything left to simu- 
late? 

^^^V %#ELODROME CYCLING: This sprint t,ikt's place another competitor (rather than -\ 
▼ clock), over a distance of 1 ,000 metres. The split screen shows an aerial view of the 
track and your view as the cyclist. It's best to conserve your energy for the final 200 metres of the 
race. 





RCHERY: This, the first event, 
ktests your ability to control the 
pull of the bow and shoot six arrows into a 
target 90 metres away. Beware! There's a 
gusting wind to faulter your aim. 



Despite the fact that this, 
is the seventh Epyx 
games package, the 
company has still come 
up with another eight 
challenges for ardent sports fans. 

This time around, the athletes com- 
pete in the oriental lands of South 
Korea. The eight events are staged in 
six sports halls located in an Olympic 
village; the ususal track and field sta- 
diums are complemented by a swim- 
ming pool and gymnasium. 



H 



URDLES: Race against one 
lother competitor along a 110 
metre track interspersed by hurdles. This even 
demands a three-talent blend of speed, spring 
and timing, where it's best to maintain a 
steady rhythm and keep the jumps short. 




oo 





I 



PARALLEL BARS: In a similar fashion Co the rings, it's difficult to achieve a good 
score. There are seven "hold and connection' positions, 13 possible sequences and 
two dismount and falls - exhausting. The best way to plan a routine is to use the "help play" mode 
and practice - just like real athletes do! 





r: 



IV TNG: Either backward or for- 
'ward dives can be attempted - 
00 the choice is yours. Five judges award marks 
O"** from 0 to 5 for the type, combination and 
variation of dives, as well as for a gracious 
entry into the water. 



H 



AMMER THROW: Standing in a 
small circle, you have three 
attempts to throw the hammer as far as you 
can. Increase the swing of the solid ball once 
you get the rhythm, then enter a spin. After 
about five body turns you release the hammer 
- and try not to hit one of the judges. 



^ 




















POLE VAULT: Probably the 
easiest sport to master - on the 
computer that is - this event sees your sports- 
man use a flexible pole to help him over the 
crossbar, which can be raised to a height of 
your choice. Higher jumps demand a faster 
approach speed. 




INGS: A couple of hours studying 
Whe manual is necessary to mas- 
ter the rings, as a medal-winning performance 
demands a good execution of complicated 
swings, strength and hold movements. 

h ■ 

Despite the fact that 
^^^^^v the PC lacks good 
^ J graphics end sound 

^^^^^^^^ effects, especially com- 
^^^^r pared to those for the 

Commodore Amiga and Atari ST. The 
Games: Summer Edition is a winner 
For a start. Epyx has vastly Improved 
the graphics — and despite the fact that 
this latest Games edition supports the 
all graphics standards (including VGA) 
- it still manages to retain all the 
playabllity that the series is famous 
for. The options are clearly displayed 
and mostly useful - for example, world 
records are retained in memory and the 
awards ceremony comes complete 
with national anthems! The practice 
mode is also extremely useful for the 
events that are particularly difficult to 
master. Unfortunately the sound 
effects are a bit limited, but this hardly 
detracts from the enjoyment and the . 
toggle option is there if you want It. 
This is one game that won't be left on 
the top shelf for too long. 



PRICE 

RELEASE DATE 

GRAPHICS 

SOUND 

PLAYABILITY 

VALUE 



£24.99 
May 
80% 
60% 
87% 
69% 



OVERALL 79% 



OWork has only just be- 
gun on this version, but 
Epyx is confident of 
meeting the proposed 
July release date. Apart 
from the price tag of E 19.99, not a 
great deal is known at this stage but 
we can only hope that better use is 
made of the Amiga's graphics than in 
the last Epyx release, California 
Games. 



Once again due out in 
May at £19.99. this ver- 
sion is at the same sta- 
ge of development as 

Its Amiga counterpart. 

Look out for updates on both version in 
a future issue. 
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UNIT 4 STANNETS LAINDON NORTH TRADE CENTRE BASILDON ESSEX SS15 6 DJ ■ PHONE : (0268) 541 126 
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So what are demos all about? Or rather, what should they be all about? This is 
difficult. There are some people who reckon that demos should consist of little more 
inspiring than a digitised image, some sampled sounds with a not-so-jolly 'boom- 
chakka-boom' piece of music and a terribly dreary, egotistical scrolling message. 
This is not very interesting. 

Some feel demos should feature innovative new programming tricks and techniques, 
inspiring other hackers to push the machines further and further, towards that elusive 

limit. 

And then there are those who see demos as an art form of sorts. A chance to show off 
more than still-life artistic talent with such delights as series of cleverly constructed 
animations complemented by suitable sounds and clever clever programming techniques. Now 
you have something to impress your elders with. 

But this section is also about you. You and art on a comparitively mundane but by no 
means any less worthwhile level. If you have any pictures or pieces of music you may have 
produced, why not throw it our way? Even if it's only for an appraisal. 

It's a chance to see your handiwork in print. So come on all you budding binary Boticellis and 
Bachs. Come on all you Public Domain libraries. Let's see whai you are made of, no? 

Please bear in mind: someone, somewhere may want to get hold of any demos featured, so 
we need to know where they can get them. Public Domain demos mean readily available 
demos. As for most of the demos featued here, once again contact 17 Bit at PO Box 97, 
Wakefield WFI I XX, or telephone (0924) 366982. 
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PARI MAN. 
PARI MACHWt . 

au cnp. 
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lilt I HUM OF LAW EMFOKDCNT 



ROBOCOP 



MURPHY, IT'S YOU... 

f— A i Oloase put down your weapon. You have 
\ 1 j I 20 second* to comply " The chilling 

word* oi ED-209 Ww bwfl nmpM from RoboCop. 

along wuh a few other choice snippets to accompany 
1 digitised screen ol the man himself. But that's all 
there is to this demo A few animated digitised frames 
of ED to accompany the quality sound would have 
livened things up 1 bit A demo only for Robo- 
parahernalia starved freaks in desperate need of a fix. 



AT-AT'S THE WAY I 
LIKE IT 

d~\ "^™he Commodore show at the end of last year 
"** I played host to a visual and aural extravagan- 
za. The All Terrain Armoured Transport Walker from 
The Empire Strikes Back plods across a desk, 
firing the occasional laser burst. Appropriate sampled 
sound rounds off a classy demo - and it's not 
surprising, as it only works with 2MB of memory! A 
cut-down I Mb version is available which allows you to 
view the sections of animation, but that's the best you 
can expect to sec - unless someone removes several 
memory-gobbling frames of animation. 



ALIEN BASHING 

OP"! together by Swedish hackers Ipec Elite, 
the highlight of this multi-toad demo is 
Power Run, a simplistic horizontally scrolling shoot 
'em up which provides a good 10 minutes of alien 
bashing. Screens from Clnemaware's Defender Of 
The Crown and a seemingly never-ending supply of 
scrolling messages play a supporting role 




'ELLO JEAN, GOTTA NEW DEMO? 



f>\ "T"wo musical greats meet on one music- 
I packed diskette. Jean Michel Jarre's Re- 
volutions I and London Kid (complete with 
sampled Hank Marvin) feature with Amigarised rendi- 
tions of Rob Hubbard's Confurion (amongst others) 
The Jarre is adequate fodder for fans, but the Hubbard 
rnbuies don't quite have the originals' spark 
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No hedgehog |Okes. please Derek and Clive, 
alias Peter Cook and Dudley Moore, say 
lots of rude tand vagely amusing - well, if you like 
rude alternative humour) things over two disks. Boot 
the second disk and tune in and drop out to the 
sampled sounds of Stewart Copeland's theme tune to 
The Equaliser Sorry gals, no digitised Edward 
Woodward to drool over 
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PRO SAMPLER STUDIO 

Q A lop quality sound sampling £J 

system ui a realistic price. 
Q 100% machine code software for Lj 

teal time functlona. 

Q Hlflcs sample editing, q 

~J Realtime frequency display. 

Q Realtime level meter*. 

i~fr Adjustable manual/automatic 

record trig level. ^ 

ONLY £69.99 please 



Variable sample rate A playback 
speed. 

Seperate scroll line waveform 
windows A zoom function with Edit 
windows for fine accurate editing. 
3D shot of sound waveform. Wave 
editor to design your own 
waveforms or adjust existing onea. 
Microphone A line Input. 

Software flies can be used within 
other music utilities. 



_| Amiga version comes complete 
with "JAMMER" software for 
playback /sequencing of your 
recorded samples. 

_J Lots of useful features. 

J ST version has MIDI playback 

option. Play recorded samples via 
external MIDI keyboard. 

_j Complete Hardware /Software 
package. 



STATE A500/1 000/2000 OR ST VERSION 





Q Full Midi Interface for A500/1000/ 
2000 (please atate model). 

_J Compatible with moat leading Midi 
packages (Including D/Mualc). 

J Midi In • Midi Out x3 - Midi Thru. 

_] Fully Opto Isolated. 

3 No need to pay more - Full Midi 
standard. 

ONLY £34,99 

f SPECIAL OFFER!! N 
BUY THE MIDIMASTER & 
THE MIDI MUSIC 
MANAGER TOGETHER FOR 

^ ONLY £59-99 j 
PRINTER LEADS 

J 25 pin D to 36 way Centronics 
parallel lead. 1.2m length. 

J A500 or 1000. please state. 

ONLY £8.99 



MIDI MUSIC 



MANAGER 

A TRULY PROFESSIONAL 
MIDI PACKAGE AT A 
REALISTIC PRICE 

I Play sampled sounds on Amiga from 

any Midi track. 
_J Full dubbing • listen to one track 

while recording another. 
J Works with many Midi Interfaces 

including Datel Midi Master (ace Ad) 
_| 8 realtime Midi (racks for record/ 

playback. 
_| Adjustable track length • limited 

only by available memory. 
Q Works with standard IFF files. 

O NLY*£39.99 
MIDI CABLES 

Q Top quality. 

^ 3 metre length. *- 

ONLY £6.99 pair 

UNBEATABLE VALUE 



1MEG INTERNAL 
DRIVE UPGRADE 

_] Replace Internal 5O0K drive with 

full 1 meg unit. 
J Top quality NEC drive unit. 
_J Full fitting Instructions. 
J Easily fitted, no special skills 

required. 
J Direct plug In replacement. 

Available now. 
_] When considering a drive 

replacement remember that 



quality la most Important. 

O NLY £79.99 
1 MEG RAM 
UPGRADE KIT 

J 512K of FASTRAM to bring your 
620 STFM up to a full 1040EI1 

_l Fitting is a straightforward 

soldering job - achieved by anyone 
who haa a little experience. 

O NLY £99.99 



TRACKM ASTER 

_j Trackmaater track display unit is a 

must for the disk hacker. 
!j Simply plugs Into disk drive port 
the ST. 

Q No other modifies! ions or 
connections required. 

_j Displays track number, disk side 
and read/write status as the head 
moves along the disk. 

_] Has daisy-chain socket to connect 
external drive. 

J Invaluable for Identifying protectl 
tracks etc. 

□ Two digit LED display. 

_J Dlaplays up to track 85. 

| Works on both Internal and 
drive (ewltchable). 

_J Complete hardware solution ■ no 
software required. 

ONLY £34.99 




DEEP SCAN BURST NIBBLER 



J 
j 

□ 
□ 



Copy an entire disk In under 60 
seconds. 

Works with one drive or two. 
Copy 1 or 2 disk sides • up to 85 
tracks. 

Special format parameters for non- 
standard formats. 
Full verify option. 



_J Easy to use Icon driven programi 
taken the mystery out of disk 
backup. 

J Very powerful). Regular updates 
available. 

ONLY £29.99 

PLEASE STATE VERSION FOR ST OR 
AMIGA REQUIRED 



ST SUPER TOOLKIT II 

j 

□ 



Powerful! track/sector editor. 
Huge range of features - too many 
to list. HIRes display (works mono 
only). 



□ Displays up lo 85 tracks/355 
sectors. Fully menu driven. 

ONLY £14.99 stonly 



NOTICE 1988 COPYRIGHT ACT 

DATEL ELECTRONICS Ltd. neither mi I hnrttra or rontlonra the u*e of II s products In 
reproduce copyright material. It Is Illegal lo make copies of such inalrrl.il wlihmii the 
expressed tonbrni ol Ihr copyright owners or ihlrr llrencce .v 
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dAtel 

EXTERNAL 3.5" DISC DRIVE 




CTTtOfli 




J 
J 



J 



Slimline extra low profile unit - only 
6" longl 

Top q utility NEC drive mechanism. 

Through port allow* daisy -chaining 

other drives (Amiga only). 

A superbly styled cue finished In 

computer colours. 

Fully compatible. 

1 meg unformatted capacity. 

Good length cable for positioning on 



□ 
□ 



Value for money - before you buy a 
drive please compare the features - 
this drive has an NEC drive unit ft Is 
housed In a superb housing • many 
units available are built to a price ft 
not a atandard. Don't spend a few 
pounds less ft end up with 'rubbish' ■ 
ft remember you are buying from the 
manufacturer. 
Complete - no more to buy. 
Single or twin drive models available. 

C-4 40 OO TW,N DRIVE 
*• ■ AMIGA ONLY 



your desk etc. 

ONLY £89.99 single drive 

AD D CS FOR COURIER DELIVERY IF REQUIRED 

EXTERNAL DRIVE SWITCH (AMIGA ONLY) 



_J Switch ln/out of external drives. 
Q Save on memory allocated for drives 
not currently In use. 



J DF1 ft DF2 controlled 

ONLY £9.99 




EPROM BOARD 

□ 
J 
J 
□ 
j 
-i 

ONLY £12.99 



Complete Eprom Board ft esse. 
Accepts up to 4 i 27356 Eproms. 
Mapped Into the cartridge area. 
Attractively styled case. 
High grade PCB. 
B4K or 128K blocks. 




ST TIMEKEEPER 

J The correct time/date every time 
you switch on your ST. 

_J Works with most GEM type 

applications. 
□ Battery backed Clock/Calender. 
_J On board Lithium battery for extri 

long life. 
f~[ Through port allows other 

cartridges to be connected. 

J Displays in 12 or 24 Hr. format. 
| Comes complete with set-up disk I 
alarm clock utility. 

ONLY £29.99 



LOW COST BAR 
CODE READER 

J Low price Bar Code Reader. 

J Model 420. high performance, low 

cost Bar Code Reader. 
J Works with any Amiga/ST computer 

system (please state which) via the 

RS232 interface, 
J Features s built-in self-testing 

function. 
_J Features a diagnostic Indicator. 

J Can read codes BAN. UPC. Inter 
leaved 2 of 5, Code 3B, CODABAR. 

J Come* complete with wand, ready 
to go. 

J Easy to Install. 

ONLY £189.99 
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REPLACEMENT 
MOUSE 

_J High quality direct replacement for 

mouse on ST /Amiga. 
J TeOon glides for smoother 

movement. 
_J Rubber coated ball for minimum slip, 
j Optical system counting - 500/ mm 

/special offer • free mouse 
mat * mouse house 
(worth C7.99). 

ONLY £29.99 

COMPLETE (STATE ST OR AMIGA) 




GENISCAN GS4000 ST/AMIGA 



□ 

a 

□ 



An easy to handle Handy Scanner 
featuring 105 mm scanning width ft 
40O dpi resolution enables you to 
reproduce graphics ft text on your 
computer screen. 
Adjustable switches for brightness 
ft contrast. 

Printout for Epson compatibles. 
A powerful partner for Desk Top 
Publishing. 

With Genlscan you have the ability 
to easily scan Images, text ft 
graphics Into the ST /AMI OA. 



J Powerful software allows for cut ft 
paste editing of Images etc. 

i_| Save Images In suitable format for 
most leading packages Including 
DEGAS, NEOCHROME. FLEET- 
STREET. DELUXE PAINT etc. 
_J Package includes GS4000 scanner. 

Interface ft Scan Edit software. 
_| Unmatched range of edit/capture 
facilities simply not offered by 
other scanners at this unbeatable 
price. 



r SPECIAL OFFER > 

COMPLETE WITH DEGAS ELITE (ST) OR DELUXE PAINT II 

(Amiga) for ONLY £189.99 

INCLUDING HARDWARE/SOFTWARE 



51 2K RAM 
EXTENSION CARD 

_j Available with/without calender/ 

clock option. 
J Simply plugs Internally into A500 
slot. 

j Switch In/out with switch supplied. 
_] Fitted In minutes - no soldering etc. 
_J Accepts 41256 DRama (aero K 

RAM fitted). 
_j With calendar/clock onboard time/ 

date automatically booted. 
|J Battery backed to retain time/date. 

ONLY C19.99 

FOR STANDARD CARD TO 

AC CEPT 51 2K 

ONLY C34.99 

FOR VERSION WITH CLOCK/ 

CALENDAR 

NB THESE PRICES ARE FOR BOARDS 
WITHOUT RAM CHIPS. PHONE 0783 
744707 FOR RAM PRICES. 
PHONE FOR LATEST FULLY 
POPULATED BOARD/ RAM PRICES. 

ACE 



ALL ORDERS NORMALLY DESPATCHED WITHIN 48 HRS 

HOW TO ORDER . . ■ 



BY PHONE 

53 ?T X 

782 7447I 
24hr Credit 
Cajd Line 



BY POST 



Send cheques/POs made 
payable to 
"Datel Electronics" 



FAX 

0782 744292 
* 

UK ORDERS POST FREE 
EUROPE ADD £1 
OVERSEAS ADD £3 



PRICES AND SPECIFICATIONS CORRECT AT TIME OF PRESS 
AND SUBJECT TO CHANGE WITHOUT NOTICE 



CALLERS WELCOME Please reserve goodi by telephone prior to visit. 




DATEL ELECTRONICS LTD.. FENTON INDUSTRIAL ESTATE 
GOVAN ROAD. FENTON. STOKE-ON-TRENT. ENGLAND. 



SALES ONLY 
0782 744707 



TECHNICAL ONLY 
0782 744324 



Ciaran Brennan and 
Gary Whitta pool 
their resources and 
set off for a spell of flying, 
driving and fighting in the local 
slot shop . . . 



'he 'bubble' craft (below) are equipped 
with zero firepower - however they act as 
leeches on contact, allowing the mobile space cannons 
(right) to open fire on your stricken craft. 





massive destructive arsenal can be built 
up along the way, with atomic power 
guns, three-way beams, missiles, speed-ups and the 
deadly Rensha (chain weapon) all up for grabs. 






OMIC ROBO-KID (UPL)I 

I 




he flying eye awaits any Robo-Kid who manages to battle his way to the 
end of a level. Don't hang about though, as a friendly voice soon pipes up 
to inform you that all destruction must be carried out within a strict time limn 




B 



OOOOM! one of the most entertaining 
effects is saved until your ship slows up. 



■ some kind of 
'son of RoboCop* 
scenario, but unfortun- 
ately this doesn't even 
enter into it. Instead you 
have a cute little robot, 
packed to the gills with 
destructive capabilities 
and battling through a 
right to left scrolling sub- 
terranean world. 

It may look and sound 
fairly ordinary, but the 
fin ger-shatce ring fire- 
power and constant ac- 
tion raises this into the 
elite ranks of 'essential* 
coin-ops. This may seem 
like high praise - espe- 
cially when you consider 
that the majority of the 
opposition doesn't return 
your fire - but the awe- 
some rate of destruction 
and speedy action is 
guaranteed to hook any 







a walkover... 



^^he static lizard creature appears at regular intervals along the route - 



but don't let this lack of movement fool you into thinking that he's 



NASTAR WARRIOR 



(Taito) 




Make way for 
yet another 
one or two 
player horizontally scroll- 
ing combat game with 
nothing to distinguish it 
from the pack except 
large, detailed sprites and 
the vaguest 'scene setter' 
in history. Those who 
thirst for a neat storyline 
to begin their arcade 
rambling', will have to 
look elsewhere, as the 
best that this one can 
offer is: "So the coura- 
geous young man has 
risen in revolt against the 
wicked group." Informa- 
tive or whatf 

This lack of Imagina- 
tion carries on into the 
gameplay, which resem- 
bles Rauan - but doesn't 
even come close Co 
achieving Its playability. 
A two player option 
allows a fair degree of 
teamwork, but the rela- 
tively small playing area 
means that for once this 
can almost become a dis- 
advantage. 





|'ts two against one, but that green wall blocks the way. A quick swipe of 
I the flashing blade should finish off the silver building blocks and allow the 
fearless duo to continue on their way. 



rmed with a 
kbasic sword 
and shield, the lone hero 
climbs towards a pair of 
undead enemies. Comple- 
te this level and you may 
be greeted by another 
mysterious mystical mes- 
sage: "Now I have opened 
a fire, I am determined to 
hold my ground at any 
cost." 




ccasional props (such as this swinging 
rope) can be used to help the muscular 
warrior in his quest. However, these are so few and far 
between that they make little or no difference to the 
gameplay. 



WHEEL 

(Electrc 




J " 

H down memory 

H lane into a game 
that's right, down the 
street of such creaky old 
rockers as Super Sprint and 
its follow-up. Chnmpion- 
ihip Sprint. 

Five cars line up on the 
starting grid, with either 
one or two of these con- 
trolled by the cabinet 
mounted steering 
wheels. Strangely, no in- 
dication Is given as to 
which car comes under 
the player's control, but a 
quick spot of trial and 
error is all that's needed 





Illuminated arrows show the route around the 
I constantly changing circuit. Those drivers silly 
enough to ignore these friendly warnings may fall foul of the 
striped barriers which open and close unexpectedly (centre 
top). 





Qtate of the 
3art? Hardly... 
and although this may only 
be a cosmetic closing 
screen, it's indicative of the 
general aged appearance 
of the whole game. 



limps and helicopters pass over the circuit, 
'dropping extra points and fuel pods onto 
the track. The extra points come in handy, but filling the 
cars' tanks doesn't really seem to make much difference. 



B 





SAINT DRAGON 



(Jaleco 

The latest In a 
long line of R- 
Type-type shoot 
'em ups features some 
neat weaponry and ex- 
quisite fantasy-type aes- 
thetics. Apart from the 
obligatory futuristic 
metallic levels, much of 
the action takes place 
against eerie nightscapes 
and dense forests. The 
idea is nothing new, but 
the execution is impress- 
ive. 



Si 




■here are plenty of 'power-up' opportuni- 
ties between waves of ground-based and 
airborne aliens, with tokens increasing the firepower 
shot from the dragon's mouth. 






DOWNTOWN (Set 





When you're 
on the run 
from the 
mob in downtown Chica- 
go with nowhere to hide, 
what do you do? Simple. 
Take 'to the streets and 
rely on your hands and 
feet to wipe out anyone 
in your way. In Double 
Dragon style, Downtown 
pits you (or you and a 
friend) against an urban 
army of street punks, 
mafia hit-men and cor- 
rupt cops. 

An Ikari Warriors type 
swivel-headed joystick Is 
used to turn the charac- 
ter's upper torso towards 
his assailants. This takes 
a little getting used to. 
but eventually adds a 
whole new dimension to 
the gameplay. Unfortun- 
ately, this little twist is 
the one thing which isn't 
convertable - otherwise, 
conversion fans can prob- 
ably look forward to a 
pretty accurate version 
making it Into their 
homes. 






■he back streets and alleyways of the windy 
city scroll by as your adversaries attack in 
'waves', usually two or three at a time, the hero's 
repertoire consists of the usual kicks and punches - 
beefed up by the ability to use any dropped weapon. 



Later levels see the mob's army backed up 
by a frightening array of femme fatales, 



fire-eating punks and bent coppers. 





▼ e; 



■ven being a 
■ pedestrian is 
deadly in this town, as 
high-powered cars flash by 
without any hint of a warn- 
ing - funnily enough, these 
motors never seem to do 
the enemy any damage... 
suspicious eh? 



■ t takes at least three hits to drop each bad guy, but even then they come 
I back for more. Knock each villain over four times and his lifeless body is left 
to litter the street for the remainder of the level - an imaginative departure from the 
'disappearing corpse' scenario which this type of game usually throws up. 




SEVENTEEN BIT SOFTWARE 
PD SOFTWARE LIBRARY 



17BIT SOFTWARE SUPPLY & DISTRIBUTE THE FINEST QUALITY AMIGA & ST PD 

PROGRAMS, UTILITIES, DEMOS & MUSIC. 

ALL PD DISCS JUST £2.50 EACH - MASSIVE RANGE! 

JOIN OUR EXTENSIVE USER-GROUP WITH THOUSANDS OF MEMBERS WORL- 
DWIDE! ENJOY OUR OWN DISC-MAGAZINE THAT FEATURES GREAT GRAPHICS/ 

MUSIC/UTILITIES ETC. 

MEMBERSHIP ONLY £3 INCLUDING A COPY OF OUR LATEST DISC MAGAZINE - 

SATISFACTION GUARANTEED!! 

ALL PD DISCS FEATURED IN THIS MAGAZINE ARE AVAILABLE. 

PD DEMO & PD STARTER PACKS INC MEMBERSHIP JUST £10 INTERNATIONAL 

USERS VERY WELCOME. 



_■ . 

Access 

St 



17 BIT SOFTWARE 
PO BOX 97 
WAKEFIELD WF1 1XX 
TEL 0924 366982 
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SHEKHANA MAIL ORDER SERVICES - 
ESTAB: SINCE 1978 



ORDER BY CREDI 
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Born of Hardor in an age of Sword and Sorcery... erm, 
well actually Arnold Schwarzenegger was born in 1948, 
the son of an Austrian police chief. Tim Green traces 
the big man's rise from obscurity to the silver screen 
and the computer monitor* 






hat is it about Arnold 
Schwarzenegger that 
makes him and his films so 
popular and such suitable 
material for computer 
games? Maybe it's that the great man is virtually 
a caricature of himself - and his wit and charisma 
is certainly unmatched in his field. Best of all 
though. Arnie never takes himself seriously in 
the way that certain other Stallones do. and it's 
this sense of humour which ultimately sets the 
Austrian giant apart from the crowd. 

This would be a better story if it began with a 
98 pound weakling who spent his early life 
rubbing the sand from his eyes - but it doesn't. 
The young Arnold Schwarzenegger was a nor- 
mal child with a passion for soccer and a strong 
competitive streak. However, this all changed 
when he became fascinated with the movies - 
especially those featuring hunks of solid beef- 
like athlete turned movie star Steve Reeves. 

The 1 5 year-old Schwarzenegger proceeded 
to plaster his walls with pictures of hunky men 
clad only in underpants - it was no wonder then 
that his parents sent him to a psychiatrist. 
Eventually however Herr and Frau Schwarze- 
negger realised that their son meant business - 
and anyway who'd argue with an adolescent 
with pecs that large? 

Young Arnold's future obviously lay in the 
lucrative US iron-pumping circuit - and when he 
landed there in 1968 his almost unpronounce- 
able name was already familiar to the body- 
building fraternity. This multi-syllable moniker 
(which actually translates as 'Black Ploughman') 
proved too much of a mouthful for the poor 
yanks, who dubbed him 'The Austrian Oak'. 

Over the following decade the Oak's record 
was staggering. He won a record seven Mr 
Universe titles, but still remembered those 
Steve Reeves movies and remained determined 
to become a film star. 

Eventually, in 1969. the big break came. 
Unfortunately though it came in the form of 
Hercules In New York - a truly appalling film 
where Arnie's voice was dubbed and the plot 
was laughable. Bearing in mind that the original 
title was Hercules Goes Bananas, it's not 
hard to see why. 

After another four years of pectoral pumping, 
movie stardom beckoned a second time with 
Robert Altman's The Long Goodbye. Once 
again fame remained just around the corner 
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though, as Arnie played a heavy with only one 
line - and his name appeared in the credits as 
Arnold Strong! (This was possibly a ploy to 
promote a series of body-building products 
which Arnie was endorsing at the time). 

Spurred on by this slight taste of movie 
stardom. Mr Strong retired from body-building 
n 1974 - only to be tempted back the following 
year to star in George Butler's Pumping Iron. 
This immensely entertaining film covered the 
1975 Mr Olympia contest, and the eventual 
showdown between the two favourites: The 
Austrian Oak himself and Lou Ferrigno (who 
was later to paint himself green and achieve a 
degree of stardom as The Incredible Hulk). 

Although on the surface it was a straightfor- 
ward documentary, the film gave Schwarzeneg- 
ger an opportunity to display his considerable 
charm and was a massive hit when it appeared in 
1977. This was an especially happy period in 
Arnie's career, as his appearance in Bob Rafel- 
son's Stay Hungry won him a Golden Globe 
award as best newcomer. 

Schwarzenegger's acting talent wasn't his 
only blossoming facet - he was also developing a 
talent for self publicity. Arnte would be quoted 
as saying that lifting weights felt better than sex. 
or that he only ate cheesecake and ice cream - 
in fact he'd say anything to grab attention. This 
ploy soon transformed the ex muscle man into 
an unlikely household name. 

One last cinematic failure came in 1979 with 
Cactus Jack (originally The Villain). 
Although this spoof western featured Kirk 
Douglas and Anne Margret, Arnie's appearance 
as the 'handsome stranger' prompted one 
Hollywood critic to claim that the horse had a 
wider range of expression "than The Austrian 
Oak. However he and the rest of Arnie's critics 
were soon to be silenced in a most emphatic 
manner - Conan was just around the corner. 

Conan The Barbarian and Conan The 
Destroyer are, in essence. B-movies - beefed 
up by copious dollops of brutal violence and 
steamy sex. However Arnie's deadpan delivery 
of the horrendous dialogue soon made him a 
public favourite, and with hindsight it's easy to 
"see that even at this early stage Arnie was 
playing for laughs. 

This period also marked Arnie's computer 
debut, but Conan's sex and violence didn't 
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appear quite so prominently as Datasoft's game 
for the PC and 8-bit machines all but ignored 
the film's flavour. Rather than produce an 
arcade adventure or sword fighting game, the 
American company opted for a slightly more 
obscure format. A chunkier than Pedigree 
Chum pixelated form of everyone's favourite 
bronzen beefcake had to negotiate eight sim- 
plistic platform scenes... and that was it. 

Ironically, it was Palace's Barbarian that 
captured perfectly the feel of the Conan films. 
The game's designer, Steve Brown is a big fan of 
Arnold's - and the Conan series in particular. In 
fact, he goes so far as to say that if it wasn't for 
Conan. there wouldn't have been a Barbarian 
game. Many of the combat moves, including the 
decapitation sequence and the Web Of Death 
were inspired by the fight scenes in the Conan 
and Red Sonja films. The characters were 
based entirely on Arnie's interpretation of the 
Conan character, and sound from Red Sonja 
was sampled. 

The success of the Conan series could have 
guaranteed our hero a future in pig-skin loin 
cloths, but bravely he decided to change 
direction and try out new styles. This gamble 
paid off - and how! 

I'LL BE BACK 

Schwarzeneggers^ next part saw him take the 
role of an android assassin, sent back in time to 
kill the mother-to-be of a rebel leader. James 
Cameron's 1984 smash The Terminator may 
not have cast Arnie in the most sympathetic of 
parts, but the public loved him and the Steve 
Reeves fan from Austria had finally arrived. 

Unfortunately, what is arguably Arnie's best 
role also had the most potential for a game but 
never made it to the home computer. Danish 
software house cum hardware manufacturer 
Robtek acquired the licence to interpret Ter- 
minator and Terminator II over a year ago, 
but sadly went into receivership before anything 
saw the light of day. 

LET OFF SOME STEAM 

By now it seemed as if Arnie had found his 
niche, as his next movie once again saw him 
taking the title role and laying waste to almost 





anyone who came across him. Commando 
required Arnie to waste an enemy about as 
large as an average first division crowd, but it 
also had a spot of romance in the form of Rae 
Dawn Chong. Unfortunately most of the love 
scenes remained on the cutting room floor, but 
at least director John Irvin managed to retain 
most of the one-liners... including the immortal 
'let's party'. 

The loin cloth was to make one final appear- 
ance before Arnie finally decided to pack it in. 
this time in the Conan lookalike Red Sonja. 
Fortunately however this turkey was mostly 
seen as "a vehicle for a statuesque Danish 
newcomer. Bngitte Neilsen. and Arnie's small 
part remains forgotten. 

This slight creative dip continued with his 
next project, Raw Deal. Although an attempt 
was made to cast Arnie in a more sensitive role, 
his one-man quest against the mafia inevitably 
ended up in the usual orgy of violent death. 
Ultimately, the role of a former FBI agent 
turned undercover agent is one that Arnie fails 
to pull off. 

STICK AROUND 

With Raw Deal in the can. Schwarzenegger 
(etted down to Mexico to film Predator with 
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Carl Apollo Creed' Wathers. The film has all of 
the right ingredients from the start: macho 
heroics, comradeship, funny dialogue, plenty of 
action and. of course, breathtaking special 
effects (note for trivia fans: the actor inside the 
monster suit also played Harry in Bigfoot And 
The Hendersons - one sweaty guy). Pre- 
dator is a cracking way to spend '90 minutes, 
especially as it sees Arnie back in top form. 

System 3's production of Predator for 
Activision marked Arnie's second software role, 
and his 16-bit debut. Tim Best's storyboard 
stuck closely to the film's plot, which arguably 
isn't difficult - until you look at what Datasoft 
came up with in Conan. 

Four horizontally scrolling levels of shoot 'em 
up action featured guerillas galore and even a 
final confrontation with the creature itself. 

WHAT A HOT HEAD 

Predator's macho antics were followed by 
more of the same in last year's The Running 
Man Based on a futuristic short story by 
Stephen King, it marked a return to science 
fiction for Arnie and saw an unusual face in the 
director's chair - none other than TV's famous 
Paul Michael 'Starsky' Glaser. Arnie finds himself 
as a contestant in a deadly futuristic game show, 
where instead of winning a pair of matching 'his 
and hers' scooters you'd be lucky to escape with 
your life. The by-now famous one-liners reach 
new heights (depths?) in this film - for example 
as he slices one bad guy in two he turns to the 
camera and mutters the immortal 'he had to 
split*. 

Grandslam Entertainments has the licence to 
this one. with work nearly completed courtesy 
of Emerald Software. Once again the game 
takes advantage of the film's suitability, with 
each of the scrolling levels mirroring one of the 
film's sections. 

WE SHOOT THEM FIRST 

The ne«t production off the Schwarzenegger 
production line. Red Heat, is just finishing its 
cinematic run. Here. Arnie plays a Russian cop 
who finds himself in Chicago hunting out the 
crooks who killed his partner. His wise-cracking 
American sidekick is Jim Belushi. with the pair 
combining to make a similar team to the Nick 
Nolte/Eddie Murphy pairing in director Walter 
Hill's previous effort 48 Hrs. 

As is now the trend with film tie-ins. Ocean 
snapped up the licence way in advance and 
commissioned Special FX to carry out the 
conversion. 

Arnie may have cornered the market for 
playing witty tough guys, but the big man is 
quoted as saying: "When I see films like Police 
Academy and Ghostbusters I want to be in 
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them." Rather than meaning that he wants to 
waste Bill Murray ef al, this points to his great 
desire to play all-out comedy. And in a couple of • 
weeks time you'll be able to see his first efforts 
m this genre when Twins comes to your local 
cinema. 

This unlikely 'buddy' movie casts Arnie and 
Danny DeVito as twin brothers conceived 
through artificial insemination. As a result of 
some unorthodox experimentation, Schwarze- 
negger inherits all of the good genetic qualities 
- strength, kindness, intelligence etc - while 
DeVito emerges with a body beyond salvation 
and a nasty temper to boot. Twins has already 
been a huge smash Stateside, with reports 
hailing Arnie as possessing a rare gift for 
comedy. 

So well done Arnie... all the way from 
Austrian Oak # to DeVito's twin in 20 years. 
Other projects which the great man is currently 
engaged in include a film based on the cartoon 
character Sgt Rock, and Total Recall, 
directed by Paul RoboCop' Verhoven - both 
of which should eventually prove perfect fodder 
once again for computer conversion. 

So what does the future hold? How about a 
remake of Singing In The Rain, or what about 
a political career, following the departure of 
one of his all-time heroes. Ronald Reagan? 

Maybe in another 20 years or so Arnie will 
have added romantic comedy and Shakespearian 
drama in his repertoire and will eventually be 
remembered as one of the greatest all-rounders 
of his era - but until then LET'S PARTY. 
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games etc. Reply guaranteed. Write now to: Mark, 19 Dunloy 
Gardens, Newton Abbey. Co Antrim, N Ireland. BT37 9H2 

ATARI 520STFM 1 year old used frew hours only with 100 original 
current boxed games. Cost new over C2.000. Would consider 
splitting. Offers to (0268) 697622 after 8pm or Weekends. 

ST PUBLIC DOMAIN. Send SAE with which subject of Domain 
wanted. Min Price CI .80 or 80p with own disc. Post free. 
Hurry! Mark Bedford, 14 Meadow Road, Oldbury. W Mids B68 
8PG. 
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about advertisements in the press, on 
posters and in the cinema. It helps us keep 
advertising standards high. But we also 
monitor a considerable amount of advertis- 
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If you'd like to know more about our work, 
and receive a copy of the rules, please write. 

The Advertising Standards Authority 



We're here to put it right. 
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MIND 
BLOWING 
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...FOR JUST £24.00 
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Please start my subscription from the 

Tick appropriate box: 

□ One year UK £24.00 

□ One year Europe* Eire £33.00 
Rest of World (Surface Mail) £42.00 

□ One year Rest of World (Air Mail) £52.00 

Return to The One Subscription Department. 
PO Box 500, Leicester LE99 0AA. 

Or ring our special 24hr orderline service and 
quote your credit card number. 

TEL: 0858410888 

ENQUIRIES: 0733 555161 



jssue. I enclose my cheque/postal order payable to 
THE ONE 



for. 



Card Number 



Name. 



Address. 
Signed_ 
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AND 
FEATURES ON 
THE FUTURE OF 
ENTERTAINMENT 
TECHNOLOGY 



Please debit my Access/Visa Account 
Amount £ Expiry Date. 
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THE EMAP GOLDEN 
JOYSTICK AWARDS 1988 



Now that 1989 is well and truly 
with us, it's time to sit back 
and reflect on the year that's 
gone before. It's also time to 
sort out the good from the not-so-good 
(well, the bad actually) and hand out the 
gongs to those deserving companies 
who've strived to better the cause of home 
computing in general - and 16-bit in 
particular. 

Now in its sixth year, the Emap Golden 
Joystick award is one of the most 
prestigious accolades in Europe - and it's 



up to you to decide who's going to get 
them. 

Simply fill in the form below (and no 
cheating mind - don't ask your mates 
or look over anyone's shoulder, these are 
meant to be your own choices) and post it 
to the address at the bottom of the page. 
Completed coupons should reach us be- 
fore Tuesday March 21st, with all forms 
received before that date eligible for a 
draw for 10 pieces of software. 

So get those votes in now - or we'll send 
the boys around. 



Best Coin-Op Conversion 



1st.. 
2nd 



Coin-Op Of The Year 



1st.. 
2nd 



Software House Of The Year 



1st.. 
2nd 



Best Adventure Game 



1st.. 
2nd 



Most Original Game 



1st.. 
2nd 




Best Simulation 



1st.. 
2nd. 




Best Graphics 

1st 

2nd 

Be st Sound 

1st 

2nd 

Programmer Of The Year 

1st 

2nd 

Best Role Playing Game 

1st 

2nd 

Best Strategy Game 
* 

1st 

2nd 

Game Of The Year 

1st 

2nd 



Completed forms should be sent to: The One, 
Golden Joysticks 198H, Priory Court, 30-32 
Farringdon I-ane. London EClR 3AO. 






It's always difficult to know what to do with the last 
editorial page. A magazine needs to end, not at the 
end of the middle (like last month), but at the very 
end. We need something functional to round off the magazine 
nice and neatly . . . like a gossip column or a next month page. Or 
better still, an opinionated waffle. To this end Gary Penn 
pontificates about what makes games good (that's impressive as 
opposed to angelic). 



mm&mm 




Bruce Forsyth knew a Good Game 
when he saw one. Larry Grayson? . . 
I'm not so sure. Most reviewers like 
to think they do - I know I do. 
Psychologists would no doubt put in 
a good 20 pence worth. But has anyone ever 
thought about what makes some games better 
than others. What are those essential ingre- 
dients that make quality software? No-one 
knows for sure, although I do know for a fact 
that if I did know exactly what constitutes a 
good game. I wouldn't bother with this lark and 
I'd be quite a wealthy fellow by now. 

However, for the benefit of the misguided, 
misinformed, misunderstood, and mistakes. I've 
put on my Pompous Hat to give these handy 
pointers. 

Bear in mind that ultimately it's all about 
creating and maintaining an illusion of sorts. 
Where possible, insinuate that there's more to 
it than meets the eye. Don'y ever let the 
proceedings slow down without obvious reason 
- maintain a constant speed which the program 
can handle. 

Having generated an atmosphere, don't des- 
troy it. As my gran says: "There's a place for 
everything and everything in its place." Just as 
Coco The Clown would look a bit bizarre in the 
film Aliens, a flat, chunky sprite wouldn't feel at 
home agains a colourful, highly detailed piece of 
scenery. Be consistent. 

You can have a great idea and beautiful 
aethetics and know all the clever programming 
tricks under the sun. but if at the end of the day 
the actual execution of the idea is flawed . . . 
Forget it. 

Consider all the clones. It's rare that a clone 
is better than the game that inspired it, for the 
simple reason that it's not just a matter of 
copying what you see, you have to understand 
how and why a game works. Just because an 
alien moves in a certain way the first time you 
play a game, there's no guarantee that it's going 
to behave that way again. The alien in question 
could be responding to the movement of other 
aliens or indeed yourself. Anyone converting a 
coin-op from nothing more than a video record- 
ing, beware. To convert successfully, you have 
to live the part. Call it 'method programming'. 

The simplest ideas are often the best. It's 
true. Once you have a core concept, a funda- 
mental element, you can buld on and/or around 
itrLook at all the great things you can build with 




the humble brick. 

When dealing with aliens you have to feel 
threatened. The best way to do this is to give 
each alien its own characteristics, or better still, 
a personality. Predetermined movement pat- 
terns aren't enough. Give them strengths and 
weaknesses, or aggression factors so they 
become nastier when they get hurt. Get the 
little beggars fighting each other for the plea- 
sure of attacking you. Give them tasks - lives of 
their own. The Lander aliens in Defender 
move in a straightforward way. but you never 
know when they will attempt to carry off a 
Humanoid. They seem to think for themselves. 

Programmers shouldn't write solely for 
themselves. A fixed keyboard arrangement that 
suits one person may not be my cup of tea - or 
anyone else's for that matter. What's wrong 
with a redefine key option? I prefer a cross 
formation for movement, like T for up. 'M' for 
down. 'J' left and 'L* right, all controlled with 
the right hand, leaving the left to fire, activate 
smart bombs and so on. Gary Whitta on the 
other hand finds it difficult to use any arrange- 
ment other than Z' and 'X' for left and right, 
with 'P* and 'L' for up and down and the space 
bar to fire or jump. 

Good presentation is conducive to a healthy 



atmosphere. Throw in something more than a 
simple static loading picture - like an attract 
sequence. to whet the appetite. Delays should 
be minimised. The player should be able to skip 
any section at any time, like 'Get Ready Player' 
or 'Game Over' messages. Having to wait ages 
for a level to load with little or no interaction 
(and this doesn't mean having to swop disks 
every ten seconds) isn't much fun. Play some 
music. Have an animated intermission. Or 
better still, a simplistic but playable sub-game. 

Buffers are a pain. There's nothing more 
annoying than being asked to press a key. only 
to be met with no response. So you hammer 
away a dozen times before anything happens - 
and that's a result of the first key press. The 
program has yet to react to the other dozen . . . 

Sound is important. It should be functional 
and atmospheric - it should mean something" 
It's not so much what you use but how you use 
it. A simplistic bleep could be used more 
constructively than a mind-blowing sample - 
and anyway, samples eat up memory. Speech 
should be used not as a frill, but to tell you 
something. Simply slapping a boum-chaka- 
boum' soundtrack on the title screen isn't good 
enough. 

The last thing a games player wants to do is 
get killed as soon as he or she starts to play. Get 
off on the right foot by making the going 
progressively harder. Or better still, adjust the 
payability to suit the player's skill or weaponry, 
etc. 

Some games require little mental agility or 
skill to complete them, and it's usually simply a 
matter of learning what comes next. Some 
involve moreluck than judgement, while others 
feature ludicrously obscure puzzles. This is not 
good. Attempt to sustain the player's interest 
by rewarding him/her with special bonuses for 
inventive or fortuitous play. 

Consider how a game feels to play and the 
level of interaction. I like to feel that I am 
influencing the action. I want to participate not 
spectate. The object under control should move 
when you tell it - not seconds later. An instant, 
albeit slowly but surely response is less infuriat- 
ing than a delay followed by sudden movement. 
Oversensitive controls should also be avoided. 

Off comes the hat. That's my opinion, now 
give us yours. Maybe you feel strongly enough 
about another subject to rant on at great length, 
in which case write to BACKSPACE, The One. 
30-32 Farringdon Lane. LONDON ECIR 3AV. 
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UP UNTIL NOW FINDING A SERIOUS 
SOFTWARE STORE HAS BEEN A JOKE. 



Software Circus, as our name suggests, sells 
nothing but software. And lots of it. 

In fact, we've got the latest releases and 
around 2,000 titles in stock for ATARl-ST, AMIGA. 
Mac and IBM compatible computers. 

They cover entertainment, business, 
programming, music and sound, graphics, 
education, CAD. ..you name it. 

And prices start from £9.95 to 
£200 and over. 

What's more, our staff know what 

they're talking about 

and will give you a 




demonstration of the software in our store. 

We even give you the peace of mind of free 
after-sales hotline support. 

# In short, you'll find that Software Circus are 
not a bunch of clowns. 

To demonstrate our seriousness, we're 
offering a 5% discount on everything* 
when you bring in this advertisement. 

To show that we've also got a 
sense of humour, come in wearing a 
red nose and we'll give you 10%. 

Now that's not to 

be laughed at, is it? 



SOFTULIRRE CIRCUS 

THE • SERIOUS SOFTWARE PEOPLE 

THE PLAZA ON OXFORD STREET, LONDON Wl. TEL: 01-436 2811 
(Between Oxford Circus and Tottenham Court Road) 

OPEN 1QAM - 8PM MONFRI, 10AM - 7PM ON SATURDAY ■ Excl «n> pfoducteonoirrrnli>romoiio{iaiidiiia^iiw* 

(NfcrfMfcSQMai 



CO 



u 

CC 

< 



ru ■ 




WEC Le Mans is the 
24-hour world endur- 
ance championship. All 
other races pale in com- 
parison. No other race 
challenges a driven physically 
or emotionally, as WEC Le 
Mans 24. The racer must push 
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himself and his car far 
beyond limits re- 
quired by any other 
race. He must 
use his sixth sense as 
he becomes one with a 
machine which is perilously 
insensitive to human frailties. 
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WEC Le Mans is not a game - it is the ultimate driving experience 
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ATARI ST 



AMIGA 



..the name ' 

ATARI ST AMIGA \ af the game/ AMSTRAD SPECTRUM 

IMAGINE SOFTWARE 6 CENTRAL STREET ■ MANCHESTER M2 5NS TEL: 061-832 6633 TELEX; 669977QCEANS G • FAX: 061 834 0650 
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